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HUGO THE 
TROLL! 

The most 
incredible 
graphics ever? 


FOOTBALL 

FEVER! 

In-depth previews 
of EVERY soccer 
game dire out 
this year! 
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REVIEWED! Ryder €up r Batman Returns, 

Fuggsy, Innocent Until Caught* Winter Olympics, 
Super JVlethane Bros. Snapperazzi and many more! 

PREVIEWED! Sibwing, Armourgeddon 2 r Pinkie 
and Bump 'n r Burn to name a few! 

TIPPED! Liberation* The Labyrinth Of Time* 

Star Trek, Simon The Sorceror and loads more! 


SUPER FX! 

The Amiga does 
the Starwing- 
thing! 


















Unrivalled classic, noth 

* i 

* comes close. 


ACTION 


Frontier is probably the best 
game I have ever played* This 
offers everything you could 
want in a game of this type. 


m^KONAMI 

•> 

only the very b 






UrlllLir, 


PC Screen shot 


^ One of, if not the, biggest 
games ever. Frontier is a title 
that will make the rest of youj 
software collection obsolete. 


AMIGA 


44 Frontier sucks you in and keeps 

you hostage. It's a monster. t 


44 Like Elite before it. Frontier is a 

game that rises above its feeble 
competitors like a colossus and 
will be talked about in awe for 


44 The best space game even 


years to come. It's better than 
you could ever have dreamed it fti 
to be. ^ ^ 


GAMETEK 


mature with time 
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There are tears in my eyes as I 
write because — sob! — this 
will be my fast issue as Editor of 
The One. It's all because of that 
rat Simon Byron who, aided 
and abetted by those turncoats 
Matt and jenny, staged a South 
American -style coup d'etat and 
ousted me from my seat of 
power. So, as from next issue, it's His gormless face 
you'll see peering out of the picture box to the top- 
left. Never mind, as Lord EMAP’s seen me right and 


is moving me onto a new project — a relaunch of 
Sinclair User. Apparently, the 2X Spectrum is mak- 
ing a comeback. Or so he tells me. Anyway, thanks 
to you, the readers, for all your support over the 
past year or so and I hope you enjoy the mag under 
Simon — even though you know it won't be half as 
good as it was under me. 

DAVID UPCHURCH, 
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30-32 Farrington Lane 
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Telephone: (071) 972 £700 
Fan: (071) 972 6710 

Distribution 
BBC Frontline lid 
Park Road 
Peterborough 
PEI 2TR 

Telephone: (0733) SSSl Sf 

For all your subscription and 
back issue needs, why not try 
Tower Publishing? Thoy’re 
situated just two minutes walk 
from this theatre (i.c. there's 
an ad on page 107). 

The One Is produced with 
Apple Macintosh Desktop Pub- 
lishing F using QuarkXPress, 
Adobe Illustrator, Theatrics, 
Adobe Photoshop and a host 
of others. Film output by 
Team, 105-109 Oxford Street, 
London Wi, and Prepress, 
124-132 Clerkenwell Road, 
London EC1R, Printed by 
Passmore International 

Coverdlsks compiled by Grants 
Computing — we couldn't do 
the mag without him. 

No part of this magazine may 
be reproduced, stored in a 
data retrieval system or trans- 
mitted by any means, electron- 
ic, mechanical recording or 
otherwise without the prior 
permission of the publisher. 

Seriously noiw, we're getting a 
little fed up with people send- 
ing in faulty coverdisks to us. 
Please, please, please send 
them to; The One Coverdlsk 
Returns, PC Wise, Dowlais 
Top Business Park, Dowlais, 
Merthyr Tydfil, Mid Glamorgan 
CF46 2YY, We regret that any 
covcrdisk problems sent to us 
will remain unanswered. 

"So long, and thanks for all the 
cake..." 

SEMAP Images i&M 



EXCLUSIVE! Two — yes, TWO! — whole pages 
filled with, er, well, you know, urn, contents really. 

6 BOOT SECTOR 

Four pages quite literally throbbing with what peo- 
ple are already calling That bit about the cover 
disks.' Crikey! 


SENSIBLE WORLD 
OF SOCCER 


You've waited and waited, and at last it's 
rolling over the horizon towards us. Co 
forth and check out our exclusive four- 
page report. 


12 NEWS 

As ever. The One is slap bang in the middle of the 
Amiga world, completely without a clue. We tell 
you what we reckon is going on. (Disclaimer — The 
One retains the right to be completely wrong at all 
times.) 

18 LETTERS 

You wouldn't believe the fun we've had typing in all 
your brilliant letters this month. At one point, we 
had to dose the office and go home early because 
David got all frothy and out of hand. Now you can 
too. 

22 KICK OFF! 

Sensi Sensi Sensrl Yup, we re hot, we're happening 
and, best of all r we re great mates with Sensible 
Software, (f you want to be just like us, then turn 
immediately to this four-page feature on the follow- 
up to one of the best -selling Amiga games of all 
time — Sensible World Of Soccer. 

26 ONE ON ONE 

Find out exactly what makes the authors of the 
Championship Manager games tick, as we probe 
where no one has probed before — into the pants 
of Jntelek. 

30 'ERE WE CO! 'ERE WE GO! 
'ERE WE GO! 

We get our balls out and kick them around a lot. 
When we're not doing that, though, we re busy 
bringing you news and previews of all the footy 
games you can expect to see in 1994. 

35 WORK IN PROGRESS 

Your chance to travel with us to top software devel- 
oping locations across the planet that you call Earth, 
Expect to encounter such creatures as Acid 
Software's Sibwing, Millennium's Pinkie and Psyg- 
nosis's Armourgeddon 2. Oh yes, and tons more 
besides! 

53 REVIEWS 

This month we unveil the scores on the doors for 
such beauties as Winter Olympics, Ryder Cup and 
innocent Until Caught to name but, well, three 
actually. This is where to look if you want to find 
out which company's PR rep spends the most 
money on us and buys us the best... (Snip — Dave.) 

80 UPDATES 

We've had a tremendous response Lu our 'spot the 
fish' competition (What? — Dave) and once again 
we look at software that's been souped-up and re- 
released for the A120G and CD32, (Have you been 
drinking again? — Dave.) 


GAMES FEATURED IN THIS ISSUE 





82 REPLAYS 

It's been a bumper month 
for budget releases, so 
you can expect nothing 
less than six pages of tip- 
top coverage. Hit me, 
baby, hft me! 

90 KILL ZONE 

You d be amazed at the 
crap you can churn out 
once you ve worked here 
for a while, you really 
would Anyway, where 
was I? Oh yes. Wow! 
Chec* th s out dad-dad- 
daddro — Liberation, 
Labyrinth Of Time, Star 
Trek and the continuing 
solution to Simon The Sor- 
ceror. Yes, it s aJJ true! 
Crazy Or what? 

104 PD ZONE 

Gimme, gimme, gimme a 
man after midnight. 

Won't somebody help me 
chase the shadows away. 

I think he means it's PD 
Zone as usual. — Dave.) 


107 BACK ISSUES 

I ve just had a great idea. How about if we hide 
ha * the mags in a cupboard downstairs, and then 
get oeople to buy them a couple of months later at 
a much inflated price? (Brilliant. — Dave.) 


HUGO THE TROLL..46 

This may look a little familiar and quite rightly 
so. We've got all the 
info on the graphically* 
stunning game from 
Supervision that's 

already been a big hit At 

with viewers of ITV's 
'What's Up Doc? r Cor! 


GUARDIAN 36 

You don't have to put up with those 
awful Nintendo nuts going on about their 
Starwing anymore, as Acid Software are 
about to prove that anything the Super 
NES can do, the Amiga can do better . 



WIN! 

A CD32! 

Head for 
page 88 
now! 



108 SUBSCRIPTIONS 

You may've been in Desperate Dan's Pie Eaters 
dub. you may've joined the Dennis & Gnasherfan 
Club, but nothing could've prepared you for this. 
Yes, this is your chance to become a subscriber to 
The One. Let’s rock! 

110 RECOMMENDED 

Once again David manages to tick off four pages of 
his monthly quota by churning out the same thing 
as last month. With a couple of minor changes. 
Clever man, that Upchurch. 

114 NEXT MONTH 

Round and round and round she goes, where she 
stops, nobody knows. Yes, we empfoy a tried and 
tested but totally unreliable method to find out 
what's likely to happen next month, (Disclaimer — 
The One retains the right to be completely wrong 
at all times. As usual.) 


DO YOU 
LIKE 

FOOTBALL? 
Of course 
you do, so 
why not turn 
to page 29 
for a massive 
preview of 
every major 
footy game 
coming out 
this year! 
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TIPS 
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REVIEW 
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Wet the tip of your finger and thumb. Oh 
yeah. That's good. Mow turn the page to see 
how you can get to footy and PD demo 
heaven with our stunning coverdisks. 
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Tuck-roil 
to left. 


Duck, 

Climb down ladder. 


Tuck-roll 

to MCjht, 


Somersault 
(with joystick 
direction). 

Pick-up, 'drop 
object. 

Pull lever. 


Jump. 

Throw little geezers up-'n'-over. 
Climb up ladder. 

Enter door. 


Run left. 

With fire 
pressed: 
somersault- 


Run right. 

With fire 
pressed: 
somersault. 




BENEFACTOR 

Psygnosis 


Weir, this is a bit of a treat and no 
mistaking. Although Benefactor 
hasn't got the most eye-popping ly 
beautiful graphics ever, spend a few 
minutes playing the thing and you'll 
be head over heels in love with this 
rather smart arcade adventure. And 
that's official! 

You take control of a bloke (I 
don't know his name, it doesn't say) 
who has to help some little blokes (it 
doesn't give their names either) get 
to a teleporter thingy at the end of 
each level. (We're always well 
informed on The One. - David.) 

The little blokes are pretty intelli- 
gent and will make their way 
towards the teleporter, only stop- 

LOADINC YOUR 
DISKS 

1. Dive dramatically towards 
your mag and firmly collect the 
disk of your choice, bringing it 
to your chest. 

2 . Executing a perfect overhead 
kick, shoot the disk into the 
goal mouth of the disk drive 
and punt your Amiga on. 

3. Celebrating with your team 
mates in an embarrassingly 
'intimate' way, choose the 
demo of your choice using the 
function keys* 

4. Play the game. He shoots! 
He scores!! 


ping when they get 
to an area they 
can't negotiate 
without your help, 
This help can include picking them 
up and throwing them onto a 
higher platform, flicking a switch 
to extend a platform or opening a 
door that blocks their way, 

At the beginning of each level, 
the little chaps are held in small 
rooms which can be opened using 
the gold keys found around the 
level — though it's not always 
advisable to do that straight away 
(more on that in a minute). 

The little lads come in two 
flavours; full-coloured smart ones 


me 









OOT SECTOR 



This month, due to the incredible disks on offer, we've got not one, not two, not 
three but FOUR pages worth of Boot Sector. Imagine how A thrilled r Matt Broughton 
was when we told him! 



DISK A 

BENEFACTOR 
ORK ATTACK 
POLLY AAORF 


B 




DISK B 

CHAMPIONSHIP 
MANAGER ITALIA 
PREMIER PICS 


l 

i 


who .son t 20 anything to hurt 
thmsehcs) and black and white 
ones who are as thick as a thick 
plank of something thick ti e. wifi 
quite happily walk into lakes of 
tx,ob aeath juice). You need to 
f - * ir t- :kos through special 
co ounng maclh nes to make them 
more npEgait but — you just 
knew there was one of those huts' 
or A3, didn't you? — these 
colouring machines are initially 
switched off. 

\i activate them you have to col- 
e a pot of paint (usually found 
obewhere on the level) and stick it 
rto ‘-r funnel at the top of the 
machine. When the black and white 
folk waft through the bottom unit, 
they oecome fully-coloured, fully- 
*-rctK?-n nq smarties. 

You're a fairfy athletic bloke and 
car pull off a number of award- 
w in n i ng moves, such as Impossible 
Mission-style somersaults and 
Flashback-y forward rolls,, not to 
ment on climbing onto higher plat- 
' : --^5 ard a few other things to 
boot The bar at the base of the 
screen shows your current energy 
so dor t fall too far r or you'll find 
yourse f back at the beginning of 
the level. 

As you travel around, you r II find 
a number of nasties to avoid, as 
weii' as tons of lovely jewels and 
interesting collectibles just asking 
to be stolen just remember to 
keep an eye on your thickies while 
you're bombing around the place! 
Its great fun, and I for one can't 
wait to play the finished game. 



ORK ATTACK 

Complete PD game! 


The more observant of you may 
recall this from a recent PD Zone 
where it scored quite handsomely, 
and here it is for you to sample 
yourselves - 

You play the part of a lone 
knight left to protect the King from 
a seemingly never-ending Qrk 
attack on his castle. You do this by 
standing on the castle's battle- 



ments and hurling rocks at the Orks 
as they climb towards you or, 
should they get to the top, calling 
for your sword and chopping off 
their ugly heads with one well- 
timed swipe. 

There will only ever be one rock 
on-screen at a time, and this can be 
picked up by running over it and 
then dropped by standing above 
the offending Qrk and pressing Fire 
(it's also worth mentioning that it's 
easier to control if you pull Down' 
on your joystick to stop the knight 
moving). 

If it becomes apparent that an 
Ork is going to get to the top before 
you can brain him, you tan drop the 
boulder and call for your sword (by 
pushing Up'), Your trusty squire will 
oblige and chi/ck the weapon 
towards you, leaving you to chop 
off the Orks' heads. Again, it's 
worth mentioning that no new 


Drop rock. 

Slash with 
sword. 






CaM for/return sword. 


Move left. 



Move right. 


Mop moving. 



rocks will appear until you throw 
the sword back to the squire (by 
pushing Up r again). 

Every now and then a chief Qrk 
will appear (identified by his glow- 
ing staff — chortle) and slowly 
ascend the wall. If the chief gets to 
the top, the staff will explode and 
it's Game Over time. You can't kill 
him with the sword and so must 
drop a rock on his head, setting off 
the staff and affectively 'smart 
bombing' any other Orks on-screen. 

Once you've killed a set number 
of Orks, a magic staff of your own 
will appear at the top of the screen 
(providing you're not holding the 
sword) and when collected will 
flash-fry any Orks left, exiting the 
current level. 

Before you move on to the next 
level, you'll often enter a sub-game 
where you take over as the squire 
and must sweep the dead Qrk bod- 
ies into the moat, You do this by 
pushing them with the brush and 
must dispose of as many as possi- 
ble before the time runs out. This is 
purely a bonus round, so nothing 
can really go wrong here. 

You then appear on the next level 
where things get a bit harder, with 
more Orks, not to mention the 
appearance of Orks with helmets 
which can only be killed using the 
sword. 

it's all very frantic and, consider- 
ing you only get one life to play 
with, pretty demanding, but if 
David can get to Level 3 so 
can youE Have fun. 











OOT SECTOR 



POLLYMORF 

Complete PD game! 


Now this is the kind of game I like to 
see in Boot Sector — mainly because 
it's gonna take me about three min- 
utes to explain! 

I'm sure this is a puzzler you've all 
seen before in one form or another 
but here I go anyway. You're a love- 
ly little blob who has been charged 
with the task of pushing coloured 
blocks together in an attempt to dear 
the screen before the time runs out 
(shown by the descending bar). 

As soon as two or more blobs of 
the same colour are next to each 
other either vertically or horizontally, 
they’ll disappear from the screen. 
You need to do a fair bit of forward 
thinking before you move anything, 
especially when you get three blocks 



of the same colour 
on the same 
screen. 

As the screen becomes clearer, 
things will obviously become easier 
as you'll have more room to 
manoeuvre the blocks around the 
area, but make sure that you don't 
move blocks into corners or against 
walls where you won't be able to 
retrieve them later. 


mmi m 






Makes clicking 
noises come 
from your joy- 
stick. 


Move in an upwardly direction. 


Er..* left. 



Guess... 


I 


Proceed m a downward manner. 


CHAMPIONSHIP 
MANAGER 
ITALIA 

Intelek 



We really have gone football crazy 
this month. No, really. Not Only 
have we compiled an issue packed 
with footy information, but aiso 
have an entire disk devoted to the 
ancient art of kicking bags of pig's 
gut around (or something). And 
here’s the big boy — Championship 
Manager Italia. 

I initially cringed at the thought 
of having to explain this game to 
you, but fortunately (for me in par- 
ticular) the game is fairly self 
explanatory thanks to some intu- 
itive menu options. Nevertheless, I'll 
take you through some of the less 
obvious points. 

When you play CMl for the first 
time, you'll first need to pick the 
team you want to manage, along 
with the sort of personality you 
want your manager to have [i.e 
grumpy, happy, sleepy, bashful and 
Doc). Once you've answered these 
few questions, you'll need to sit 
back for a while while the comput- 
er creates the players and team 


IMPORTANT! 

Before playing Championship 
Manager Italian, you'll need to 
find two blank disks. The instal- 
lation program is really easy to 
use (just follow the on-screen 
instructions) and will even for- 
mat your disks for you. Make 
sure you write protect The One 
coverdisk to ensure that you 
don't accidentally overwrite 
anything you shouldn't. Also, 
don't remove any disks until 
the disk light on your Amiga 
has gone out. 


data on your disk, If you don't fancy 
waiting for the game to generate all 
the additional information, select 
Quick Start and you'll be plunged 
headfirst into the heady world of 
football management. 

The first thing to do is set up a 
few friendly games against teams of 
your choice. Go to the Fixtures menu 
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jnd select a vacant space i n your fix- 
•„ t 5* be s: e to approach 

- - - 1 ’ They accept opt to 

pfty the match at home or away. 

- : _ .-= + Hed up yOur fixture list 
cfcd «m ait otd return to the main 

ITs probably best to play a match 
10 you can begpn to build up a strong 
C :■ : -+ "r top left box and 
you II 90 Anight to team selection. 

iJ - 1 number of information 
panels avaftabie from the squad 
K-fe - as asmethodsofview- 
ng the team tactic v By clicking over 
infividuil players' names, you can 
r---.-: ed record showing 
" -■ ; , z e F sonal details and 

‘”r r ^ 'z: ngs on skill sets. 

Once . *e decided whether to 
‘ _ re ”4'- ;■ -ot. simply click over 

"■e * n £j t you want them to 

appear ill Cat the base of the screen} 
and then over the player's name. You 
can view the squad as a whole, or as 
- 1 - e d or attack by using 
the wlrntmu panels in the bottom 
right 

'-t : — -- cot ons along the base 
:* "-t i-.'een give access to such 
wdmiiBtion as goal scorers, disci- 
pline, awards, etc. while the top 
opt ars g *-e access to the league 
tables and fixtures. 

E ? go ng to the tactics screen 
TCTJ you can select the formation 
a-d dv era style of play that your 
tearr will adopt in the coming 
games Although injuries will often 
c 3 f or player replacements, this will 
become the permanent tactic for 
your team unless changed by your- 
self during or between matches. 
Cnee you’re happy with your selec- 
tion >ou can click over 'Done 8 and 
■ t J ' r “ to the main menu to wait for 
your * rst fixtures to come around. 

The matches themselves are dis- 
p ayed using a mixture of text and 
at a : s! cal information, with, spots of 
commentary when any of the players 
come close to a goal scoring oppor- 
tunity From the bars, you'll be able 
to monitor the overall performance 
of your team, split into defence, mid- 
field and attack strength. This display 


Italian Cup 
Stadia D i inpica 


or Fiorentirta 


tftzio 


t ■jmthcm a 

fill Mill > l |f . . . 

■ Mpl 1 = r 



also shows who is currently attack- 
ing and who is defending, with the 
overall scores given in bold 

Should you feel the need to make 
any major changes to your team's 
formation or playing style, clicking 
on the right button at any point dur- 
ing a match wilt take you back into 
the tactics screen where you can 
again make your selections. Clicking 
on 'Done' will return to the game. 

As the season progresses, player 
contracts will come up for renewal, 
along with the chance to buy and 
sell players on the transfer market. 
Again, all of these functions are con- 
trolled using the mouse and a series 
of intelligent option screens; as are 
all the features of the game thank- 
fully! 

Quite often you'll have to give the 
machine a bit of thinking time as it 
sorts out things like player transfers, 
but other than that you should be 
able to enjoy this sample of the 
game without any problems (of 
course, you'll have to buy the full 
game to play for more than half a 
season - damn!). 

The 5mall Print Bit. 

1* Whilst we here at The One 
make every effort to check the 
coverdisks for all known virus- 
es, we can accept no responsi- 
bility for damage caused by 
viruses which may have 
escaped our attention, 

2 , The One and its retailers are 
not liable for any unnotified 
changes to the contents of the 
coverdisks which may occur 


PREMIER PICS 

Complete PD game! 


Premier Picks is basically a game of 
chance, where you play through 
each match by turning a number of 
cards laid out before you. If you're 
kicky, you'll score If you're unlucky, 
you'll miss. And if you're a git you'll 
foul and miss a turn. Hurrah! 

You take it in turqs to play 
against a computer opponent, until 


one of you selects the half- or full- 
time, and then the match is over. 
You then get to view the league 
tables and see how you're getting 
on. You select your team at the very 
beginning, so you can now enjoy 
watching your team screw up with- 
out any players even needing to be 
involved. Marvellous, 
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: BIG PROBLEMO! 

* Due to the large number of duplicate disk made, the odd one 
won't do its thang as it should. We're very sorry if you've got one 

* of these but don't despair, help is at hand, Whatever you do DON 'T 

! SEND THEM TO US! Instead, send them to this address with a SAE 

* for 2Sp: 

■ The One Cover disk Returns, 

I PC Wise, 

Dowlais Top Business Park, 

* Dowlais, 

* Merthyr Tydfil, 

J Mid Glamorgan CF48 2YY. 

* Once you've done this you can read the rest of your excellent mag- 
1 dzine and wait for your replacement disk to arrive. If you think 

* that you can solve your problems down the phone, call the PC 

* Wise helpline on (0685) 350505 between 10:3Qam and 1 2:30pm 

* on weekdays. 
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. '.ur menolymfylS Ui *r 

I ^ JKip r.'iARKS+Y 

1 fho bingo +y 

~ 1 5Y5TEM DEFENDER +1 
1 FALAi MISSION 2 +r 
t GLAJiQ |3) *Y 
1fT$ B0AAD GAMES tY 
^ OTOCY OAML3 Ml fY 
T Fj>»IlhC WMRIQfiS +Y 
n TETRJS PRO *y 
T SOCCER OViDS tY 
_I MAD F|G+iTE« 1230 
'MfcGAUALm tY 


DEMOS 

'frFlNG«S|2|tY 
' HAN lA'fif H 1202 
1 PHOENI* demo+y 
t HOI MNOWARP I KK) 
"I DREAM TWPP1N t* 

"I MADE M CROATIA* 

1 NOlCE fY 
1 HYPNOSIS 4Y 

1 clairvOyanCE *Y 
" i CHAN£LNd 5 UK) 
i DESERT DREAM |2l tY 
1 OF SALF l XXJ 
1 AB5TRAX DG 1 23" 
i SKEtfD DEMO 2 |d] 

1 RFTlNA DEaO I +Y 
I PYGMY FICTFM 4-Y 
^ COYSSEY IS| * 

^ LtMONOROOWf ft 
1 VCECAM3 1200 
"I EUPUCT 2 1230 
1 ruiL .MOON AGA 
1 SAMTY ^ate *Y 
1 CXBCAIN 1 2] 12D0 


MUSIC 

1 MED 3 . 2 fY 
1 QCTAMED 2 +r 
"3 PROTtACKER 3.1 *Y 
’ MED MOOS I #Y 
' MED MOOS 2 +Y 

1 MLWC |A| +Y 

n MECA SAMPLLS PI f Y 
"I X BEAT P*C fY 
TECHNO MOOS I S| *Y 
1 HAVE SAMfl.ES *Y 
TKTSMCOSOlft 
‘ lYSlimil^XJPSAMPlESf Y 
• MJSC. MADNESS +V 
■MAT&OXIHhY 
1 DESERT fl 
"I RHYTHMIC fY 
1 HASS IN YA FACE +Y 

’AW IGMH> 4 C |£| rY 
^ DATA X TRIIOCbY' fY 
T DATA X THE VKIIWlfY 
T SEND N^HITY fY 
T OCTAME3 TUTOi: *Y 
T ItLHIAj' MAMA II f Y 


umintf 

T [> COPY 3 I fY 
T LOCK F*K>: 2 fY 
ENGtNEBB KST fY 
F5EECOPY 1.6 tY 
' AMOA BEGNNERS t Y 
> MAVESlCA CORY rY 
T SKCK wKS fY 
1 MCPJJMAS.TER 3 +>■ 
T ANDYS WB3 UTILS f 
"> CBAdiCOPYUnitY 
' FaWEmEMi if 
' HAJlA r OftS BM ETC +Y 

’ ha;d mive lubs +y 

■ 'A'Hl 4ACKMORS Y 
SPECTRUM l.f ff 
" HI RES ICONS pi fY 
T 20C' 'UTILS tY 
T K T.^EK 3 -V 
1 me OFFICE fY 
1 PfilNl STuOtOfY 
T5IP?*Y 

t BUSINESS LETTERS *Y 
" t A.YY ( Alt. lYUCi tY 


All Disks 

90p 

facri 


I K. .irik-r- Yip ,vr di»k 
F Sfijpr * ,'i:p pi'r lihl 
‘A'ltrYi +V hp pr> iljfL 


KHIklM K 111,1 kL- chtqLMS I 

iNnltwintl VII lirfli.'ri wnr^lr'l I la^Ult 1 1 . 

rin-. i-i i- 1 1 ■ . 1 1 i 1 1 1 . - i i mu l MRiipiiiiifilf r* i - mF ainAs 


mm 
i Suftwintl 


■ Iim.- ^ii'i 


t ('uliil«wur rikk Til “Oft-fH* FRKK with uhm first unX'r 

dept f rit >. 75 nri iwm:, ttotwottt?, Essex SS 4 too 

I Ivl Fh\: niTIH Mi 5. Vi iiimime. Sund ir^tr CIS uniijjfl ilifh flwurr luIFKt (W. 


I boOH 111 |Pi>ki 

RIlH JIL j 1 I fl L't 1 


vrurries 

T magic W/SElNCM H 
T TEXT ENGINE YJ 1 fY 
n LMAONE <>&,ECT$ |7| 
n DTV STUFF tV 
' HLACKBOAfiD tY 
"GAME ■AMER4 59 iV 
1 MAFftXLMANiA 4 *Y 
1 ASTRONOMY 
T MQTOGRAFHY +Y 
1 EERCf: NFO tr 
' WSORPT tY 
t VCtO TFTLER tV 
T FH DISK 2 I 230 
! 1 200 GRAPHIC UTXS 
n A5J HK OSK I W0 
T BANNER MAKERfY 
1 S- SOLVE CHOSSWCmOfY 
1 ei&x rtvsr worn j tY 
T TuteO iMflODCfi A tY 
t Cb FONTS |7j 4 Y 
T E-KNI I |2| +Y 
TPARNET HNHtY 
T VfeUS AtEfl *Y 

H r si+tt F>fJ A'l'-.b J .1.10 
i t ft T.iWriirhuM till luict 

.(JMIJAU CflifrfplMW Mp M> i Ji 

Lr.ii 4i i.pi uihT F.Vjf I tfXiit 


I rtfIPlh CI/Wl 











COMMANDER 

9.99 


ARABIAN NIGHTS 

9.49 



ELITE 2 

19.99 


CHAOS ENGINE 

13.99 


ALIEN BREED 2 (A1200| STREETFIGHTER 2 

18.99 11.49 



CHAM MGR 93 ' 9 -i 

12.99 




ZO0L2 


SENSl SOC CER 92^93 CAN NON FODDER 


16.99 13.99 


20.49 





S-PEEDSALL 2 OVERDRIVE 


MORTAL K 0 V CAT LEMMINGS 2 



20.49 


PREMIER MCR 



13.99 


PREMIER MGR 2 


13.49 



MICRO MACHINES 



8.99 


ARCHER MACLEANS 


11.99 


EVE OF THE B EHO 


9.99 J 13.99 


16.99 


13.49 12.49 



REACH FT SKIES 


14.99 



JIMMV WHITES 


13.49 



TOP SPECIAL 
V OFFER J* 


TOP SPECIAL 
L^OFfER - 


ISHAR 2 ELITE 


A-TRAfN 


COMSAT C LASSICS JURASSIC PARK 


BODY BLOWS 


Z0OL 


SPORTS MASTERS 0 M ASTE R * CHAOS 


S OF MONKEY I Si 


LS LARRY 1 


11.49 9.49 


13.99 13.99 17.99 12.49 10.99 


13.99 13.99 


12.99 11.49 


IMPORTANT - PLEASE NOTE 

MOP - wiil not work on A 500 

Plus. MQQ tt AmO, 

M0\2- wflfrioJ work on the 

A 1200 , 

I MIC = require* at hast l meg 
of RAM to run, 

> = HEW ifm 

AMIGA A 1200 VERSION GAMES 


AIRSUCKS t.a MSB 

ALIEN EHE.ED 2 If.Sf 

BODY BLOWS If 49 

BODY BLOWS GALACTIC If SB 


BRILLIANCE Aft A ;J VB MINIMUM. 2 DISK 
DRIVES OR HARO DRIVE REQUIRED 
professional PAINT AND ANIMATION 
PACKAGE FOB OUTSTANDING RESUirg. 
FEA 1 UHLS ALL AMIGA SCREEN MODES 


INCLUDIWO AOAJ- 1 114.S9 

BURNING RUBBER It,** 

CHAOS EMC ME 1H.*S 

DENIES .... ...... It *6 

IS.MAH2 LEGIONS. OF CHAOS . . If. #9 

JURASSIC PARK ISAS 

KINGS QUEST tOWIECl- . 22 BB 

MAAUFTD PREMIER LEAGUE CHAMPIONS Hf.fi 

MR NUTZ IB AS 

NIGEL MANSELL 5 WORLD CMAMP SHIP IS 1? 

RISE W TK ROBOTS ■ , 25,#* 

hydeh Cop u.«* 

SIM UFF 2J.fi 

SlMON TWE SORCERER MAS 

EDCCERKIC If. *9 

STAR TREK - . : .Tb ANNIVERSARY 

IHARD WHVi ONLV1 .... .. . 22.4* 

SUPER STAHDUST ** lG.fi 

"TOE SM 

ZODL If. 4# 

AMIGA GAMES 

EBB ATTACK. SOB 10.40 

A. TRAIN {1 MEG| UM 

A329 AIRBUS lUSA VERSION? (1 MEG I 22 *t 
A32D APPROACH 1 RAIN EFT H I MLC I - . ..It #9* 
APDAME FAMILY i'1 MED) 4» 

air bucks U4* 

AIR FORCE COMMANDER |1 MEG) lS4f 

AIR SUPPtWT 144* 

ALFRED CHICKEN 1 1 MEG) 10 46 

ALIEN .J If ft 

ALIEN UHEE'J {SPECIAL EDITION) (1 MEG) 0 40 

ALIEN 3REEJ 2JI MEG| 17 46 

AMERICA^ Ql 4DIATL>**5 (NQ12) it 05 

AMNIOS 4 99 

ANOTHER WORLD 1 1 » 

APOCALYPSE 0 MLCi 20 4* 

ARABIAN NIGHTS Mi 

ARCADE POOL n MEG)- .Ml 

AHCHER MACLEAN'S POOL 13 49 

ARKJUMB24N012) ,79* 

ARMOUR GEGdQN 2 (1 MEG) ■ 10 49 

AF.FA.F.S-N REMIX 606 

BU FLTINC FORTRESS |1 MEGf , . ,■.226* 

BATMAN HL TURNS 1240 

BATMAN THE MOVIE 7 ft* 

BATTLE ISLE 92 i&40 

BATTLE OF BRITAIN 1444 

^EACH VOLLEY I N012| 766 

TtNEAtH THE STEEL SKY (1 MEG) 2141 

BENEFACTOR H MSG! 304* 

BILLS TOMATO GAME ..1740 

BIRDS OF PREY |1 MGGHND12I 11.99 

BLACK CRWT (1 MEGl , . H 4* 

BLADE OF DESTINY |1 w>_G; 2149 

BLAS7AR (1 MEG) IS. ft* 

BLUBS BROTHERS ? 40 

E.UE5 BROTHERS JUKEBOX ADVENTURE ' 17 45 

BOOV BLOWS. , 1 MFC i 12 44 

iBOOY SLOWS GALACTIC (T MCG| 1741 

BREACH J {1 MPDl - 2246 

URIAH THE LION ' 700 

BIJBBA N ST1X f&.» 

DURN1MGRWRER . .77, » 

•UAL SLA' DELUXE If 49 

CAMPAIGN [L MEGl 

CAMPAIGN ! I' MEG) 22 09 

CANNON FOOOfcftf! MLC| 2049 

CARDIACS 9 49 

Championship Managlh sj 

UPDATE DISK (1 MED) 9 49 

CHAMPIONSHIP MANAGER 93^ n MEGH2.M 
C HAMPIDNSHIP MANAGE R COLLECTION 
(6*>6* + UPDATE piRKlrl MEGl ■ - ■ 29.49 

CHAMPIONSHIP MANAGER ITALIA fl JAM 

fl VF.G), IH 49 

CHAOS ENGINE ...13,66 

CWIUSATION T MF<5> 2M9 

COMBAT AIR PATHOL 20. 49 

COMBAT CLASSICS 


FIE STRIKE EAGLE Z. UIIU ATTACK. SUU 


TEAM YANKEE) V MEGl (WH2) . ,.13 *6 

COOL. SPOT 26.49 

CORPORATION *.*» 

CORRUPTION (fcvSCROLUS) .7.49 

COSMIC 3PJICEWI AD 1 1 H EG) ■ IE. 55 

CRUISE FOR A CORPSE ...ll.Bt 

CRYSTAL KINGDOM DIZZY 6.49 

CURSE OF ENCH ANT1A (1 MEG) 11 .96 

CYBERFUNK M 1040 

CYBERSPACE |1 MEGl 22.39 

DAHKSEEO |1 MEG) 21.49 

DENNIS 16.49 

DESERT STRIKE (1 MEG.1 19,49 

DETROIT (1 MEOI + 21.49 

DISPOSABLE HERO ,*„ , „„H,» 

DIZZY 9 EXCELLENT AfiVENlUflt 16.49 

DOC FID HT ,j1 MEGl 22.95 

DONKllMEGh.. 19.49 

DHACULA (1 ME □ 1 26.49 

DREAMLANDS 

(TRANSARYlCA. STORM MASTER. 

ISHAR) (1 MEG) 19.99 

OREAMwEB |1 MEG| 22.99 

pIJNF 2 - RATTLF FOR ARRA4IS (1 MFD1 26.49 
DUNGEON) MASTER i 

CHAOS STRIKES BACK 1 1 «G| 16.99 

DYNa SlASTERS I'MSIil .36.49 

CUTE ..649 

EUTE 2 I FRONT! SR;) |t MEG) 19.95 

ESCAPE FROM THE PLANET OF 

THE ROBOT MONSTERS |NOl2) 7.99 

EuROPCAH CHAMPIONS |t MEGl ,17,M 

EYE OF THE E-EHDlDEH [SSl) (1 MED| ...12.49 
EYE Or THE BEHOLDER 2 (i MEO) 24.4J 

FI lODMARK) n MEGl T7.99 

FT 17A STEALTH FIGHT1HJ 0(1 MED) . ,22.99 

F15 STRIKE EAGlE 2(1 MEG) T 2 49 

FIT CMALLENDE 16.49 

FI 9 STEALYH FIGHTER |HDP) T.99 

F29 RETAUATOA |1 MEG) 1646 

FAB. F5 4 FIENDS - LEDS ND DF 

KYRaNDIA<N012}(1 MEG) 26, M 

FACE OFFICE HOCKEY {NO 1 2; 9.49 

FANTASTIC WORLDS 


HE. ALMS. PIRATES MEGA LOMANIA. 


POPULOUS. WONDERLAND) 

<1 MEG) {NCI 2) . ,39.4!) 

FIRST aVISlON MANAGER f.99 

mSTSAUURA + N EDA LO MAMA |ND12| .13.99 
FLAMES OF FREEDOM (MIDWINTER ?l . .1699 

FLASHBACK l l MEG) 26.99 

FORMULA 1 GRAND PRIX 22, » 

FUTURE WARE |NOl 2) 1 6.49 

G2I1MEO) 17.99 

GEAR WORKS 1D.4B 

QFNFF.IA |1 MEG) 26.49 

GLOBOULE ....20.46 

GOAL 14.49 

GOBLIIINS 2 19.49 

GRAHAM GOOCH DATA 0*S* 12 99 

GRAHAM GOOCH WORLD 

CLASS CRICKET fl MEG) 16 49 

GRA.HAM TAYLI^R S SOCCER 

MANAGER^ MEGl , 9.49 

□rand pro. CiRCihT 9.49 

OUNS^ 2000(1 MED) 22.99 

head over heels t.m 

t-:EJLOQUEST2 THE LEGACY 

QFSORASIU1 MEGl 16.99 

HILL STREET BLUES (NOI 2) 9.49 

hire d guns i f megi . .22.49 

HiSTORVtINE 1B14-1*(1 MEG) 22-99 

HOLLYWOOD COLLECTION 
(ROBOCOP. GHOSTBUBTEfiSJ. 
nDIANA JONES ACTION. BATMAN 

THE MOVIE) D'S{NOPi 9.99 

HUMANS 2 1.1 MEO) 16,99 

HUMANS DATA OiSK (NOl 2) 1 6.49 

HUNTER (NOI 2| 7.99 

Hit ,7.99 

I.WOH7AL |ND12| 16.49 

INDIANA JONES 2 ACTION {FATE OF 

ATLANTIS) T7.99 

INDIANA JONES ACTION 7.69 

INDIANA JONES ADVENTURE 11 .46 

INDIANA JONES FATE DF ATLANTIS 

ADVENTURE (1 MEG) 24.46 

INNOCENT |1 MEQ) 22.99 


INTERNATIONAL RUGBY CHALLENGE .. 7.99 
IS1AH ■ LEGEND OF THE FCHTRESS U Nf 8)13.46 
ISHAR 2 . LEGIONS DF CHAOS | « MEG| ...11.49 


IT CAME FROM THE DE6EBT PLUS ANT 

HEADS DATA DISK {1 MtG| 14.99 

JACK NICK LAUS GOLF . 6.49 

JAGUAR KJ2»{i MEG) 

JAMES POND 6.46 

JET STRIKE* ......IT.tfl 

JIMMY WHITES SNOOKER INOl 2) 1 3.49 

JINXTEft(W3CROLl$l 4* 

JOHN MADDEN'S 1U 5) FOOTBALL 11*46 

JUHAS5IC PARK 1 1 MEG) 17.69 

K240 (UTOPIA 2)(1 MED) , If At 

KEVIN KIEGUl'S Pi AVER MANAGER I'- UfDllfW 

KGB J0.46 

KINGMAKER (1 MED) JJSAi 

KINGS QUEST 1 


RINGS QUEST All MEG) 22.99 

KNIGHTS OF THE SKY (1 ME<5) 12.99 

KRUSTVS SUPER FUAI HOUSE 19.99 

LAMBORGHINI- 17.49 

LAST NIAUA 2 IHD123 7,9# 

LEGEND f WORLD OF LEGSN&I 9.99 

LEGENDS OF VALOUR |1 MEGl (NG1i| .23.49 

LEISURE SUIT LARRY 1 (1 MEG) 11.49 

LEISURE sum ARHY 2 (1 MEG)-. ...... 11.49 

LEHMlMGS? ...,13,99 

LEUMING-5 DATA DrSK ■ OH NO! 4.95 

LINKS - (GOLF) (HARO DRIVE 

REQUIRED! 1 ■ MEO) 12.99 

LOMBARD PAG RALLY ,7.9# 

LOST VIKINGS 19.99 

LO”U6 ? ■ THE FINAL 

CHALLENGE O MEG) (NOi 2| 12 49 

LOTUS TU RBO CHALLENGE 2 (NOl 2| .. . 9.49 

LURE OF THE TEMPTRESS (1 MEGl 12.49 

Ml TAhKALATOOMfl MEGl 11.49 

MAGIC 6QT 17.66 

MAGICIAN'S CASTLE (1 MEG l 26,49 

MAN UTD PREUIEP 

LEAGUE CHAMPIONS (1 MiG) .1*44 

MANCHESTER U N TED 9.49 

MANCHESTER UiNHEO EUROPF 9 49 

MANIAC MANSION i NOl Z| 16.99 

MICRO MACHINES 16.99 

MICROPROSE JD GOLF (1 MEGl 22.99 

MiG 29 |1 MEG* 16.49 

MORTAL KQMBAT 1% M C Q) 69.49 

NfW ZEALAND STORY (NOl !| T.99 

NICK FALDO'S GOLF 16-49 

NIGEL MANSELL S WORLD 

CHAMP'6HIP(1 MEGl 9.99 

NIPPON SAFES 1 1 MEG) 26*49 

pH THE BALL * .16.99 

ONE STEP BEYONOli MEGl 14 99 

OPERATION STEALTH (NOl 2) 11.49 

OPERATION WOLF (N012| 7.99 

OVERDRIVE |1 MEO} 11 .66 

PANZA KICK BOXING (N0l2| 9.99 

PARASOL STARS. 6 99 

PATRICIAN (1 MEG) 26.49 

PERIHELION (1 MED) 26.49 

PGA TOUR GOLF ......................... ....... ,11!, ff 

PGA TOUR GOLF COURSE Dt&IL 11.99 

PINBALL DOUBLE PACK 

|PPi6ALL DBEAMS A FANTASIES) (1 MEG) . 21 .49 

PINBALLDREAME.il MEGl 13.49 

PINBALL FANTASIES , 15-99 

PIRATES (NOP) 16.46 

PITFH3HTER .7.99 

POOLS OF DARKNESS ,... ua .., u ...,..J4l 

POPULOUS A FROM 'SEC LANOS (N0l2| 10.49 
POPULOUS 211 MEGl * 

challenge Data Disk - 22.49 

POPULOUS 2 CHALLENGE 

DATA DISK (1 MEG) 12.46 

FOWERMOLGER - WW1 DATA BfiK INCH 2| 12.49 

PREHISTORY 2- 17 Jf 

PREMIER MANAGER (1 MEG) .6,66 

PREMIER MANADBR }(1 MED) 13 99 

PREMIERE 11 MEGl 11.66 

PRIME MOVER 17, *9 

PRlNCC OF PtRSIA (1 MiG) 7.69 

PHO TENNIS TDUfi 2 12.49 

PROJECT X (SPECIAL EDITION) (1 MEGl 1949 

PUOGSY |1 MEG) 26.49 

PUSH-OVER (1 V EG; 9.49 

PUTTY 15,46 

QUEST A GLORY 

ibi onowYCH midwinteh 

CADAVER GATl !NOl2) 13.49 

QUESTHON 2 |SSI)(N012; 5.49 

QWAK „ ..... ..... ..... .. .6.66 

R,TYP£jNOl2) 7.99 

RAILROAD TYCOON (1 MEG) (NO FI 13-49 

RAINBOW COLLECTION 
I BURBLE BOBBLE. RAINBOW ISLANDS. 

NEW ZEALAND STORY) |RUP) ..... ....... .6.66 

RALLY 1 1 MEG) 19.99 

REACH FOR THE SHIES 14.99 

RISE OF THE ROBOTS (1 MEG)- 26.99 

ROAD RASH . . 17.99 

ROBIN HOOD LEGEND QUEST , .7 .*6 

ROBINSONS HEOUIEM+ 19.99 

ROBOCOP? ... ........ .... 7.99 

HOBOCQP3(NOl2l 16.99 

RORKE'S DRIFT 7.99 

RUtES OF ENGAGEMENT 2 .... , . !1 49 

RYDER CUP 16.46 

SABRE TEAM 11.99 

SCRAMBLE (US GOLD) ,1**46 

SECOND SAMURAI (1 MEGl 29 49 

SECRET QF MONKEY ISLAND |1 WEC) .. 11. Ml 
SECRET OF MONKEY ISLAWD 2 |1 MEG) 2446 
SENSIBLE SOCCER i MV63- SEASON) . .1**6 

SETTLERS 23.46 

SHADOW DF THF BEAST 3 IWITH T-5HIRT| ... 6 49 

SHAPQWmUtt 

SHADOWOftLDS IND12I a.69 

SILENT SERVICE 2 (1 MED) 14 4* 

SiMCfTY DELUHF 

ISIM CITY. FUTURE CITIES A 

TEHHAIN EDITQH) 15* 69 

5*M CITYiLEMMINiGS |*40l2i ■ 16 46 


SIMON THC SORCERER ( 1 MED) .......... ,21 *6 

SKID MARKS 1 1 MEG| ■ 1 9.49 

SLEEPWALKER 12.fi 

Smash tv 7.69 

SOCCER KID 16 69 

SPACE HULK 22.66 

SPECIAL FORCES (1 MED! 19.fi 

SPUHALL 2 *LM 

sp:ritofexdalibur (i medhnop; .. . »4f 

SPORTS MASTERS 

|pGA ODlF, INDY L-jV* ADVANTAGE 

TENNIS. EUBDREAN CHAMPIONSHIP S 1»?l 

1 1 MEG) (NDl2| 13 69 

STARDUST 1241 

STEVE DAVIS SNOOKER 1(LA* 

$ITR EETFICHTbR 2 11.4S 

STRIKER 11 MEG] .JCJH 

STUNT CAR HACCR (NOI 2) 766 

SUFEH CARS 2 (NQPl 6.41 

SUPER FROG 11 MEGl ......HU* 

SUPER HANG ON 7.69 

SUPER SPACE INVADERS 6 46 

SURBURB AN COMMANDO* 1766 

SWITCHBLADE J(N01Ji . .. 649 

SWIV(NOP| A 69 

SYNDICATE.) I r.lEC,| iZ4f 

T2(C04N 04>)11 MIG| ....MM 

Th E SLU E A THE ORE Y (1 MEG) 1 9 99 

THE LOST TREASURES OF INFOCOM 1 

|2D CLASSIC INfOCOM TEkT ADvS| .. .. If 69 

THEATRE OF DEATH . 20 41 

TITUS TM rm ............U...AM 

TORNADO (1 LIED | 24.9B 

TROJAN ■ ALlEH (LIGHT Ph.AZER GAME) .. 7 46 
TROJAN FIRESTAR ILIGHT FHAZER GAU£| 7 49 

TDRRICAM2 ........TJH 

TURRICAN 3 ( I MEO| 17-19 

ULTIMA Sl'NDIfl 1» 

URtHUM 1 {1 MEQ) 17» 

UTOPIA *■ DATA DISK 1119 

VIKINGS ■ FI IF l D OF CONQUEST |t ME t 7l) H 41 

YROOM (NOlZl 13.49 

WALKER 1 5 49 

WAR IN THE Cu'LF . ..1**6 

WARinNE 1.93 

WHEN TWO WORLDS WAH (1 MEG), J1 4f 

WiNG COMMANDER 1 11 MEG) 966 

WINTER OLYMPICS > 21.49 

WO N UI , ...... S049 

WTZ-KlD 1061 

WaMIDERDDG 1G.9S 

WWF WRESTLING (NG1J) .. , JMB 

WWF WRESTLING 2 (1 MEG) 4.69 

KiNOF*JVFGA0LAST *.4* 

XMAS LEMMINGS 12.96 

200L11 MEG| ....1*J*t 

20CN. 2 |1 MEG) 


AMIGA EDUCATIONAL 

10 CUT OF I D DINOSAURS 

(1 Mt) ALL AGES. DISCOVE R ALL ABOUT 


DINOSAURS THE FUN WAY I 17 69 

10 CUT QF ! fi FAHLY ESSENTIALS 
(1 Mfl A0E5 3-7. CREATES AM DEAL 
FOUNDATION FOR ON LDREN 

TO BUILD 6*J) l7.6f 

10 OUT OF 16 - EINGLISH 


(1 MB AGES 6-1* COVERS MAJOR AREAS 
OF THE NATIONAL CURRiCULUMl 1769 

10 OUT OF 10-FHSNCH 

11 MB AGES 9 19 COVERS MAJOR AREAS 


OF NATIONAL CURRICULUM 

ATTAINMENT TARGET'S «4| 17W 

10 OUT OF 10 - JUNIOR ESSENTIALS 

11 MB ADE5 5-11 BUILDING 
FOUNDATIONS FOH MANY AREAS DF 

THE NATIONAL CURRiCULUMl 1769 

1 0 OUT OF 1 0 - MATHS ALOE BRA 

It MS AQ.E3 fi lS COVERS MAJOR 

AREAS OF NATIONAL CUHFHCUUUMl 17.6B 

10 OUT OF I D - MATHS NUMBERS 

11 MB AOES 6-1*. COVERS MAJOR 

AREAS OF NATIONAL CUFlFtsCULUMi , ,17 69 

ADI ENCLSH(11-1J YRS) 10.fi 

AD FRENCH (12 IS YH 3 - 19 69 

ADI F HENCH fl 3 14 YHS * It fi 

ADI FRENCH (14-lSYRS 1 1749 

ADI JUNIOR COUNTING (0 7 YRS)„ , . .. , H4f 
ADI JUNIOR READING |4-5 VR5[ ,14 49 

ADI JUNIOR READINO 16-7 YRS| 14 49 

ADI MATHS 111-12 YRS| 16 9S 

ADI MATHS | >2-1 3 YRS| 1456 

ADI MATHS 113-14 VRSi 1*69 

FUN SCHOOL ? 12-tl *4S 

FUN SC HGOL 2 (E S| 1 4.4f 

FUN SCHOOL 3 (Z-S YRS I 14.49 

FUN SCHOOL 3 (S-7 YPS i 14 46 

FUN SCHOOL 3(7+ YHS) 14 49 

FUN SCHOOL 4 (2-5 YHS’i It 44 

FUN SCHOOL 4 (5-7 YR31 . . .1*4* 

FUN SCHOOL 4 *7+ YHS). 1B.45* 

*FUN SCHDOL SPEClAi. 

MERLINS MATHS |M1 YRS| . . 69 


f UN SCHOOL SPECIAL - PAINT N CREATE 


EDUCATIONAL ART I Eh YRSl 1S.K* 

■FUN 9QHDOL SPECIAL ■ 

SPELLING FAIR (7*13 YflS) (E.95 

M£GA MATHS I A LEVEL COUPSEl .17 » 

MICRO E NCLlSH 10 YflS ro GCSE CONFORMS 

TD -NATGNA L CURHICULUM 17.95 

MICRO FRENCH ’BEGINNER TOGCSE. 


CONFORMS TO NATIONAL CURRICULUM) 

NOW FEATURES PEAL SPEECH 17 ff 

MICRO DERV AN 

BEGINNER TDGDGE AND BUSINESS LEVEL. 
CONFORMS TO NANfrJAL CUHRlCULUMl. 

NOW FLATU RES PEAL SPEECH i?6f 

MICRO MATHS (11 VRS TO GC5F 
CQWUBMS TO NATIONAL CUF 5ICULUM). ...17W 

MICHO SCIENCE 
fl YRS TO GCSE CONFORMS TO 

national Curriculum-, (i MBi 1T.66 

MICRO SPANISH IT MBl. 

BEGINNER TO OCSE CONFOflMSTO 
NATIONA L CURRICULUM .17 69 

NQPDY S PLAYTIME 
EDUCATIONAL PFW3GHA V FDR 

CHILDREN AGED 3*5(1 MB) Tf.48 

NODDY & BIG ADVENTURE 

(FOLLOW UP TO NODDY'S PLAYTIME) ,17 4* 


AMIGA UTILITY 

DELUXE PAINT 4 

(AGA FOH AMIGA 1JM WORKS IN 
CDlDUH AND NEW A BIT HAM MODE 


2 DISK DRIVES HECOMME NDED'i . M 49 
AMOS I G fl L1F9 CRF ATOR * .J0*4f 

AMDS EASY |1 V= FIH3T 

■Steps to programming) 22;4S 

AMOS PROFESSIONAL 


(1 MB. PROFESSIONAL VERSION OF 
WORLDS RF5T SELUNG GJ.MF5 
CREATOR | MDRS C-DM VANDS. MORE 
FLEXIBILITY APtD St T YEP USE R 

INTERFACE 32.46 

AMOS PROFESSIONAL COMPILEB 
(COMPILES AND SPEEDS UP 
PROGRAMS WRITTEN IN ,0MOS. 

FASY A VOS DR AMOS PROFESSIONAL! 34.46 


DELUXE PAINT J (WITH ANIMATION! •»« 

DELUXE FAINT 4 ( I MBl 

I-HAV MODE 4 ANIMATED If) ..... 90.44 


HOME ACCOUNTS . , .799 

KIND WORDS 3 WD-RD PROZE5SOH 
■ SUPERB FULLY FEATURED PACKAGE 
LOR LOW PRICE. ZDlSKLBlYtS 

RE CGM VENDED! 20.69 

V hll OFFICE 

(1 MB, WORD PROCESSOR SPREADSHEET 
DATABASE AND Dt$IK UTILrTIESI . .35.45 

UON€l MAf TEHS |K)ME ACCOUNTS J) J7.05 
TASK (1 MB) GOOD Y0LUE SIMPLE PC 
€MU*LATOR ALLOWING IBM PC 
AF PUCATHJ«S7iOBE USED ON YOUR 

amiga. please note that tws h mot 
SuTaB-^E tor WINDOWS OH HIGH ENO 
APPUCATtONS HEQUIR ES MS DOS S i OB 
ABOVE. SUPPORTS HARD DISK DRIVE. 35.9* 

PEN PAL WOfl-D FIR DC ESSOR ... 37.95 

POWERWOH K.S 

(MAXIPLAN PLUS SPREADSHEET. 

KIND WORDS Z WO HD PROCESSOR 

INFOFILE DATABASE! |NOH) 10,66 

'PUBLISHER 

(PAGE LAYOUT PACKAGE! 

C AN PRODUCE BLACK AMD WHITE 

newsletters, flyers, annual 
SEPOFFS and MAGAZINES 
PEOUIFTES ONE EXTERNAL DISK DRIVE 

OR HARD DRIVE i 1 MB)(N013I 2096 

WgRDWQRTH V 2 WORD PROCESSOR 
(I MB. AGA COMPATIBLE. 2 DISK DRIVES 

LNDEDI Tl.» 


AMIGA CD32 GAMES 

ALFRED CHICKEN 19.95* 

ALIEN Bit EEC it - QWAk lt.56 

ARABIAN NIGHTS l AGAl ti.69 

BURNING RUBBER .21 66 

CAPTIVE 2 ■ LIBERATION- 23 96 

CASTLES 2 20.45* 

CHAOS ENGINE i 17.96 

D'GEnEH.ATION .1946 

DENNIS- . -1969 

DQNK 19.95* 

ELITE 2- 2Q96 

FLY HARDER ■ 12,69 

JOHN BARNES . u . u .,.iaJ4 

JURASSIC PARK ,2S4* 

K2«) !NADA| 1249 

LABYHINTH OF TIME + 17.» 

LlONHEAflT* ...^ 13,69 

LITIL DlVIL 16.69 

LORD OF THE RINGS? . . . .20.46 

LOTUS TRILOGY (LOTUS i. 2. 3) .21 46 

MtCRKOSM 3396 

NIGEL MAN5E1L S WDRLD ZHAL'F SHIP - .. fB.S5 

NO SECOND PRIZE ■ . IM* 

OVERKILL 4 LUNER-C 30.46 

FINBALi FAJWTA3IE& 20.05 

PIPATFS HOLD* 13 56 

FROJEG ( X it p PI 7 CHALLENGE ! 7.35 

RDBOCOD 2L.55 

nveen cup ai.M- 


SEEK A DESTROY (1 MEG) * 10.46 

SENSIBLE SOCCER -IT.gg 

SLEEPWALKER 21.90 

TFX 24.9# 

ULTIMATE BODY BLOWS 

i BODY BLOWS & BQCY BLOB'S GALACTIC) ■ 20.96 
URIDIUM 2 - .... 17,6* 

ZqOL ,,..,..19.99 

eQQl 2 id, nil 



COMPETITION 
PRO EXTRA 
JOYSTICK 
Clear base, 
micrOBwitC 


m 

EiOLLISTiCK 
HAUD HELD 
JOYSTICK 
MICRO- 

Switched 

AUTORRE 

10.96 


HED WITH 
AUTDFlRE 
1140 



DUI0K5HOT 

I2BF 

MAVERICK 1 
JOYSTICK 
AUTOFIRE 
1166 



QUiCKSHOT 
13 T F PYTHON 
JOYSTICK 
AUTDFIRE 
9.99 


® 

FREEWHEEL 

STEERING 

WHEEL 

(DKJfTAll 

Z5.95 

T 


4e> 

GRAVIS 

JOYSTICK 

FO*V,' 

PADDED* GRIP 

ADJUSTABLE 
HANDLE 
TENSION AND 
PROGftAM- 
MA6LE FIRE 
BUTTONS 
22-99 



KCAII9L 

SPECDKtNC 

ANALOGUE 

JOYSTICK 

ENABLES 

PHOPQ«. 

TIONAL 

DONTROLDN 

SUITABLE 

SOFTWARE. 

AUTOFIME 

11.09 



l 

QUICKAOY 

0.11 

JOYSTICK 

MICRO- 

SWiTChBO 

T.99 


I * 

duicmvY 
top Star 
JOYSTICK 
MICHO- 
SWITCHED 
AUTORHE 
17.49 

4 ] 

SCG4tP*0ft 

JUNIOR 

JOYSTICK 

7.99 

4 




CHEETAH 

BUG 

JOYSTICK 

MICRO- 

SWITCHED 

AUTOFlRE 

•."r- 


LOGIC 3 
P|NTO Ml Nl 
JOYSTICK 
MICRO- 
SWITCHED 
19.99 

LOGIC J 

QUATRQ 

JOYSTICK 

MICRO- 

SWITCHED 

1099 



SUK5TIK 

JOYSTICK 

5-99 



SWIFT TPZMl 
JOYPAD 
TURBO Flfit 
AUTORRE 
3 99 

pp^^j 

ALFA 

MEGAMOUSE 2 
290 DPI. HIGH 
QUALITY 
I 1 .99 



QUICKJDY 
JET F1QHTER 
JOYSTICK 

MICRQ- 
SWfTCHED 
AUTDFIRE 
11 .35 



SAITEK 
MEGAGRIP £ 
JU-Ylmeb 

autQfkre 

11.49 


MINI 

COMPETITOR 
FRO s nun 

JOYSTICK 

MlCRO- 

SWlTCHED 

11.99 



POWER PLAY 


CRuSGH 

TURBO 

JOYSTICK 

Mirpr*. 


SWITCHED* 

AUTOFliRE 
11. 4B 




LOGICS 

SPFFDMniJSE 

12-99 



CD32 ii 
BUTTON 
JOYPAD 
1G99 


MOUSE MAT 
9.99 


DUICKJOY 
FOOT PEDAL 











COMMODORE AMIGA AI200 



COMPUTER WITH MOUSE. BUILT-IN TV 
I MODULATOR. 2M0 RAM EXPANDABLE TO 10MB, 
/iCRK BENCH 3 j 0 32 BfT MOTOROLA 68020 
PROCESSOR RUNNING AT 14MN*, NEW AGA 
GRAPHICS CHIPSET, 

1 YEAR IN-HOME SERVICE WARRANTY 

A1200 DESKTOP DYNAMITE PACK 

' * TH :~r ,% ORTH 2 0 AGA WORD PROCESSOR, 
DELUXE PAJ*fT * PRINT MANAGER, 

OSCAR A DENNtS ..41IM 

**##*•*## *•#•'•#'( •*•***•*•••**•• 

A 1 200 20 PACE N CHASE PACK 

Wrm W3BL MANSELL & TROLLS .287.99 

I M # ■> n S 1 l 1 ■ 

A120C 213 LEMMINGS PACK 

- „ e i :e_. ce paints 299.99 


A1200 24) LEMMINGS PACK AS ABOVE 
N^E=NAL2 5 HA.HD DRIVES 
PIUS MGEL MANSELL £ TROLLS GAMES: 


STERNAL 2,5" DRIVE 445.99 

: r "; drive 475.99 

UAMUJIUI I I Mn INTERNAL 2.5" DRIVE 515 99 

; : "S.’E- - :: m§ NTERHAL 2,5 DRIVE 579,39 

«•*•■*•■•*•#*» a*********** ****** 


OVERDRIVE HIGH SPEED HARD 
DRIVES FOR AMIGA A1200 



ETERNAL DRIVE STYLED TO MATCH AMIGA. 
;._LS MO PCMCIA SLOT. EXTERNAL PSU 
A 1STE*N DIGITAL DRIVE UNIT, l2M$ ACCESS 
- wt AC TOOLS AND 
1 Vt Aft WARRANTY. 

OVERDRIVE 130MB HIGH SPEED 
^ARD DRIVE FOR: A1200 

;a .E ytcxihijus may vahy CifiCA i&MSi ,.,,255.99 

: :*f£ - G- SPEED HARD DRIVE FOR A12DD 279.39 
20W6 - 5- SPEED HARD DRIVE FOR A1200 £99.99 
e “i SH SPEED HARD DRIVE FOR A1 200 379-09 


CONNER HARD DRIVE5 FOR AMIGA 

— ■- ii NTEHNAl IDE. MOCeL C P2KA>. HIGH SPfeHl 

ti . ■ 9H A : "i5- ” WE APPRQXi. 12 K CACHE AND 1 1 YEAH 

, :;v=-_ftb ple*$Enote that opening vOdfl amv 

o, . i_CJ ~ 'CL- * J - - A >rTY. 

COMMBt §>V HARO DRIVE FOR A12CH GG9606 ,..129-99 
mfn i bn)i iiwnn nm T for asoo ...ggssio ... 129.99 


COMMODORE AMIGA A600 



AMIGA A 500 1/0 LEMMI 


COMPUTER WITH MOUSE, 
BUILT-IN TV MODULATOR, 
WORKBENCH 2,0, 

1 MB RAM EXPANDABLE TO 
10MB. 1 YEAR IN-HOME 
SERVICE WARRANTY. 

IGS PACK 


WITH LEMMINGS, DELUXE PAINT 3. FORMULA ONE 
GRAND PRIX, PUSHOVER AND PUTTY 199,99 

**•*••*•**-* *##**•••• •-■•** ***•■■*■ 

CHOOSE AN EXCELLENT VALUE SOFTWARE PACK 


WHEN YOU BUY YOUR AMIGA A12O0 OR A600 


i'OR IF YOU VE JUST RECENTLY SOUGHT ONE) 

CHAOS PACK AGA FOR A12O0 

CONTAINS CHAOS ENGINE. NICK FALDO GOLF. 

PINBALL FANTASY AND SYNDICATE 19.99 


DESKTOP DYNAMITE SOFTWARE PACK FOR A120Q 

CONTAINS WORDWORTH 2.D AGA WORD PROCESSOR. DELUXE 
PAINT I V : PRINT MANAGER. OSCAR & DENNIS GAMES.. »». . 39,99 

CHAOS PACK AGA FOR A600 

CONTAINS CHAOS ENGINE, NICK FALDO GOLF, 

PINBALL FANTASY AND SYNDICATE ,.,,19,99 


COMMODORE AMIGA CD32 
DANGEROUS STREETS PACK 



INCLUDES WING COMMANDER. 
OSCAR, DIGGERS AND DANGEROUS 
STREETS GAMES. CD BASED 
CONSOLE WITH A12CQ 32-SIT POWER, 
256,0(10 COLOURS FROM 16,7 
MILLION PALETTE. 2 MEG RAM FAST 
UMhZ 66020 CHIP, PLAYS AUDIO 
CD S VIA ON SCREEN DISPLAY, 

CD+G £ VIDEO CD’S WITH ADAPTOR 
AVAILABLE. 279. 99 


VIDEO CD'S 

ANDREW LLOTD WE B0ER- . .15.DS 

BLACK RAIN {PAYED 1i|i* 15.39 

aon JOVi - *e fp the e aith * i s.b# 

8RYAN ADAMS * 15 9* 

CARTOON CARSJIYAL i RATED LH - - 179# 
FATAL ATTRACTION IflATEP IB)* ■ 15.S* 
GMb£T i'R4TED 15| ■ .15.93 


HLHT FOfl RED OCTOBER [RATED 151* ...15.99 

NAKfiO GUN 2 1/2 RATED 151 ■ 15.35 

RA0EHS OF THE LDS^AHK. RATED PG| 13,3# 

STAR TREK IV | RATED PG)* 15.99 

THE CURE . 15-9* 

THE UNTOUCHABLES [H ATED PE] * 15.93 

TOP GUN i RATED F0)* 15.93 

WAYhF'3 WORLD | RATED 15) p . . 17 99 



SCAM TELEVISION /MONITORS 

SQNYKVM14QG 14” FST COLOUR 
TV/ MONITOR* REMOTE CONTROL. 

flO CHANNEL TUNING REAR SCART INPUT. HEADPHONE 
SOCKET. TWO POSITION TILT SLACK TRINITRON 
SCREEN. LOOP AERIAL. 

FREE SCART LEAD (STATE AMID*. #T, UtGAClRIVE OR SNES|. 


SONY TV (GREY) 194,03 

SONY TV (WHITE) 134.&B 

SONY TV + FA3TEXT -...249,90 

COMMODORE 10S45 COLOUR 
MONITOR FOR ANY AMIGA 

STEREO SOUND. OFFICIAL UK VERSION 
INCLUDES A MIGA MONITOR LEAD AND 
1 YEAR WARRANTY, 1 95-59 



MEMORY UPGRADES 

11154 ft' - duOCK 

241.3# 

= <OTf t«4i 

eUi**1 UHA.5 

cMaanBoiai «.» 

bits eih WITH CLOCK 39 3* 

-■if -=■-■ : 1 r OR AWQQHAiac*. 

' - » *.“C i¥A» T CARD SLOT TMESI 

Hpmun iAc*nmociHT be 

ti ^ :«v_ - a = ram iBB *a 


CENTRES 

EHiER CONT ROL CENTRE 
FpH AMIGA#. I STEEL 
MONITOR STAND WITH EXTRA 
SHELF FOB EXTERNAL DISK. 
OB E A*.D ACCESSORIES. 
CUSTOM FIT DESIGN) 
i j SK DRIVE. MONITOR* 

— eowuTmi FKrrxCLVDEDi 
iii. i- . XTROl. CENTRE FQH AMIGA I2QO. ...33.33 
ftKMBI COftTTftOL CENTRE FOA 

MMU AH>OAA5»* SB. W 

. ^ f v fE; ONTRCK, c E NTRE =Or AMHSA AMO 

DISK DRIVES 

• . F A',- AM'GA 

« -■ - - ”IEft ,E MECHANISM. BMK 

i J Avi "EC - if*:-' DUET HK1H QUAllTV SLIM 
_M DEW* CCH-DUP MATCHED METAL AND 

vend wtOt BOw dc non- ca«le — suss 



MUSIC & SOUND EQUIPMENT 

i •? = = f = -- : ;*• = «: ^±l--EP 5. 'Jss 

iLPMt'dQT n»ii *n*rrnn 

up urdfif pTifutim 7 so 

HflWHftit TURKS t SOUND SAMPLER 
I‘i A'W! -A iCmFFF NCLJDE4 REALTIME 
iftf M. effects AMD WQMS MRIH AMY JUSKU- 
( mm mmm N4ARM&. „ . H.S# 

'5-* a E e EPtA'-ER* FQR AMIGA WITH 
¥ ' ' hiVi. * 5ft AND .DLUME CONTROLS 1T.BJ 


CD32 ACCESSORIES 

: :w :c»:=5£ fuj. MOnoK ViD€G-CD 
■CDUJE. ran UKLA CD-32 u , E i L J- A2 h 'U 1 
; ft -- F UC T ' 1 0*1 VIDEO capaSiliTt FOP 

• - • . DEO# AND GAMES THAI FEATURE 
3*i . D«0 -3AMCPLAY SIMPLY WOTS 
Riro BACft OF CD- J1 . .isms 

TV lead - AtfIGA CC-32 Tq SVHS Tv OR VIDEO . ..!» 
lead a>4iga GOaz TO 

?- . - 3 :U8ft33 MKZ D# CBM TSfidS MIONITOH T.93 

SCAB- lAaD ■ AMIGA C033 TQ TV WITH 6CAHT INPUT, 
i E 5 T 1 ^ sVITH VAF, _«Al SWITCHING SCART 

3-93 


LEADS 

ANTI-5UROE 4 WAT P4UlTI?LUG EKTEN&ON lE An FQH 
ANV ELECTRICAL DEVICE (EG. COMPUTF# CDNSC'-E.’VIDEC . 
PROTECTS TDU R VALUABLE EOUIPMF /IT AGAIN S 1 

DAMAQING ELECmCALSUflOES 2#.## 

RGB EXTENDER CABLE FOR AMIGA 503 OH PLUS 
ALLOWS. TV MODULATOR td BE LX I LNDE D FROM 
BACK OF MACHINE DR EXTENSION TO PCB MONITOR 

DR EXTERNAL DISK DRIVE 12,93 

SWITCHER LEAD i STRAIGHT THHOUGH CABLE!. 
RimEtTS AUIGA. ST OR TD 3 W1TCHEH BOX. 1 i METRES 

PARALLEL IMAlE to bale 25 WAT D COWIECTMSl 5^9 

H(-FI AUPtO LEAD - AMlQA/ST TO STEREO (1 5 METRES. 


1 X PHONO PLUGS TO 2 X PHONO PLUGS) ■ • . .!.## 

MONlTDfl LEAD AMFGA TO PHILIPS 

C MHB33 MK2 Oft CBM lOfiVS MONITOR 7.99 

SCART LEAD ■ AMIGA TO PHILIPS TV WIT H St ART INPUT 9 9} 
5CAH1 LEAD ■ AMIGA TD SORT TV WITn SCiflT INPUT 9 » 
SCANT IFAD • AMIGA TD TDSNIBAiHITATGUl TV 

W,TH SCART HPUT... - .*.99 

5 DART LEAD ■ AMIGA TO TV 'Aim SCART NPlfl ...^... tlS 

FOR A FULL RANGE OF LEADS 


PLEASE CALL 027^600204 

HAND SCANNER 

IT DEC HANDY SCANNER FOB ANY AMIGA 
1QO-4D0 DP HIGH QUALITY ftESOLUTIDN. 94 
SIA'JL ATLU GftEVSC ALES. INCLUDES HIGHLY 
ACCLAIMED DAAtascan PROFESSIONAL 
SOFTWARE PAQKA&#.,, 9#-#* 

MISCELLANEOUS 

ClTuZEN PRINTER DRIVER KIT FOR; AMlOA. SUITS ALL 
WOftKBFNCH VERSIONS FROM l.J TO 3.D ENHANCES- 
PfilNT QUALITY FROM ClTUCN SWIFT PRIUTERS 


QIVES DUTSTANGING RESULTS 12.3# 

DUST CUV EH FOR AlSM ICLEAR PVC| 4.fl# 

DUST COVER FOR AMO.. . *-0» 

OUST COVER FOR AMIGA A5fl0i CLEAR PVC| * 99 

OUST COVER FOR MONITOR (CLEAR PVC) 5.3# 

7YDEC AMIGA POWER EUPPLV 

i'BPECIAL COOL ft UNWIND TRANSFORM E R) . 32.09 


nOBGSHIFT INTERFACE FOR AMIGA PLUGS MOUSE A 
JOYSTICK INTO ONE PORT! ,., 1 2 #9 

DISK BOXES 

DISK. BOA a.S 'difl) LOCK ABLE DIVIDERS 3 S3 

DISK SO)! 3 5'' PLASTIC FLIP TOP (111 CAPACITY) 2 *9 
MEDIA LIFE FILE DR AYJER Il'DU CAPACITY) 

STAC KAHLE DESIGN I 2 33 

BLANK DISKS 

PACK Q : 1 3 SONY DOUBLE DEN&TV J S DISKS + CASE. 
with LAftttt A fp.ee plastic fur top di6k bO* ft » 

PACK DF 10 TDK MF-ID& 3-5 ' &£KS ■ D5DD HRANDEDI „ 7.9* 


PRINTERS 

CITIZEN SWIFT 90C COLOUR PRINTER 

# PIN, 90 COLUMN, 290CPS/54MLa, SMLO FONTS. 2 
YEAR WARRANTY FREE PRINTER LEAD A # PIN 
PRINTER WJTH COLOUR FACILITY AND FULL PAPER 
HANDLING FUNCTIONS. .159 09 

CITIZEN SWIFT 200C PRINTED + COLOUR KIT 

24 PIN, 94 COLUMN, 216CPSV72L0 & LCfc'l DRAFT 
FONT AUTO SET FACILITY. INPUT DATA BUFFER, 
AUTO PAPERLOADINO ENVELOPE PRINTING. 2 
YE AR WAR H ANTYFRE E PRINTER LEAD ... 1 30 90 

EPSON LQ100 PRINTER 

24 PIN. DO COLUMN 250 CPSVT2 LQ. 0 FONTS (2 
SCALEABLEl. OUIET 5DD& NOISE LEVEL, EASY TO 
U&i CONTROL PANEL. FREE PRINTER LEAD. 1 
YEAR WARRANTY. EXCEPTIONAL QUALITY LOW 
COST 24 PIN PRINTER „ , 1 64.SS 

PANASONIC KXP2l£3 COLOUR PRINTER 

24 PIN. M COLUMN. 182 CPSttALQ, 7 FONTS (1 
SCALE ABLE), EXTREMELY QUIET 43.5 DBA NOISE 
LEVEI -HEE PRINTER LEAD. 1 YEAR WA R RANTY. 
ONE OF THE OUIETEST DOT MATRIX PRINTERS ON 
THE MARKET 214.9U 



DSOD 3.5” DISKS 
WITH LABELS 







UK [irodLLls Otlical suppl«i4 Ol all lead™ brands, Wb sell and parpstrits *i a: arrajmnpnCM Mai*' &*** 

NES LsPi*. AftiiCA Aiaf SI PC. CD ROM ft'KI App* MM PRICES CORPlCT ATTME OF -vO'Vj TO PFEiS 2 9a 


Evsiar Gnn-ft Oavr. SvpftJ NEH. (ianctov 



Spatial H&b&ive memb&Li C6 *l ham ail Uiii , . a Ut 

READ NRG Regular Club Magazine 
CHOOSE from our Huge Selection 
BUY at Best Possible Prices 
SAVE with our Special Deals 
■ SAVE more with oar XS Coupons 
WIN up to 110,000 worth of prizes FREE 
JOIN now from just £4.00 

We only supply members but you can order as you join 

There's no obligation lo buy and you can be any age. 
Jusi send in the form below or phone Sates on 0Z79 500204. 

As a mannter of Special Reserve you II receive regular issues ol 
NRG magazine. NRG 5 our 40 page colour club magazine sent bi- 
monthly only to Special Reserve members. NRG contains. 

The be#1 selection of games penoherals and hardware for all 
popular formal*. We ai# official Sega, Nmierdo ana Scny slockiste 
2 Reviews in colour and latest inlormaiion on new products 
3. Charts and Release Schedule, to help you choose and plan 

4 The best prices. Just one purchase wile save y&u you r joining fee 
5. Hundreds ol Special Offers. Tap games al prices you woni be! eve 

5 XS Super Savers. Money-off coupons worth aver £ ISO a year 
7. BIG El 0.000 TARGET PRIZE COMPETITIONS In every issue 

Of NAG. exclusive to members, free to enlar! 

Thais why over 200,000 people have joined Special 
Reserve, the biggest games dub In the World! 

0279 600204 

OPEN 10am til 8pm Seven Days a Week! 

O n3s r.'C tinfi r m »i i iy ' Recti pi L sm! tar every omer 

You can also Fax your order to us on: 0279 720042 

We pi de curcdvt# 4ft (:i,i sulns iar«ice ■ 1 3 auKhrYW temce iiftftKI 
Intmlably snrnu -jaWftft "Aiicl Kay not ynl to avaftablo phOft* an n?7# 60C204 lo 

dwek Bi'aiteOltY HIM Oiasftffi In Ihe- wanl of celor w» elunis an iocb«l ai any Ime 

puDrtodnpftm IV# iseftivn Ihp nghl In CTangr PnfflcJ ftilhaul Fr,ft-rna1fKi r ,cr E4uE 


SAWdWDGEWORTH SHOP 
2 South Block, The MaltingS 
Sawbridgewprth, Herts 


CHELMSFORD SHOP 
43 Broomfield Hoad, 
Chelmsford, Essex 


CLU8 SHOPS OPEN ICQiYl 111 Bpr SEVEh PAYS A WEEK, 

FLra«Sift4'Ot)rfl ftlD-.KltdulPS Ud 2 Soum IFftMalr-q! Sjftm-ftgiVPl-. H f u CU£i 9PG 

All prteps inelLXlfi VAT ana Daman*- ta UK mainland. See baee c4 oid*r teim tnr 
DugrsiwiK Huriht'ges. We supsiv r^irrlwnrei only UK mainland address#®- 

MEMBERSHIP fiES * MONTHS ONE TEAR TWO TEAftB 
TRIAL ANNUAL WITH FREE 

NiMURSHIP MEMBERSHIP HAS Eh BINDER 

UK MEMBERS 4.00 7.00 14.00 

OVERSEAS EC MEMBERS 600 9,00 

OVERSEAS WORLD MEMBERS 7M H00 22.00 

wf“:“7 “lpf” members but you can order as you join 
there are no suRCHAFsesQN telephoned orders (uki 

PLEASE PRINT FN DLOCK CAPITA! y ) ^|f^| ^ 


Mama 


I Address; 

I 


PDsloadfr 


Phone 


.Machine 


Emer msmbership number (if app’icaoici or^ 


hem 

jl£Hl 


iiam 


rt^nn 


ALL PRICES INC LUCE UK POSTAGE & VAT 


Cheque .- 3 O.rAccess^F.steicaira’Sft "ch V'sa (Svwtch Issue No 


Card 

expin/ dale. 


Signature 

SPECIAL RESERVE 


i Ghee ues payabiC lol 

i P.O. BOX 847, HARLOW, CM21 9PH 

] OvtfrseffS Orders Surcharge (EC or LVprfdJ: Software ardflrS 
i pl«aee add £? W p«r l+^m. NAn-»ci1twflr» item# pleasa srtkl 
r 2S e ■>. Ha rdwar e item s supplied to -UK main la nd o n ly. 
Overseas orders must be paid fiy credff card 1 . 












T he long-standing relationship between Bullfrog and Elec- 
tronic Arts — which is among the longest-running develop- 
er/publisher deals in the computer games business — has 
been extended with both parties signing a new long-term agree- 
ment. 

Bullfrog began working with Electronic Arts way back in 1987 
with the release of its first ever Amiga game, the shoot-'em-up 
Fusion. Since then the partnership has gone on to produce such 
notables as Populous, flood, Powermonger and Syndicate, This 
run of critical successes is expected to continue with the release 
of the next Bullfrog game. Theme Park, which is due to appear 
later this year. 


HEAR THE THUNDER! 

S un, skimpy swimsuits and a super speedboat — does this sound like 
the perfect formula for a hit TV show? Vou bet it does, and that's 
exactly what Mindscape is hoping Thunder In Paradise will turn out 
to be, as the US publisher has signed up the rights to produce games based 
on the latest offering from the people who brought us Baywatch. 

The show, which begins a 22 week run on prime-time US television this 
month, has been described as a cross between Bay watch and The A-Team 
and stars WWF refugee Hulk Hogan. 

Wo dates have been set as yet for either the first UK screening or the 
Amiga game. 


BULLFROG 

LEAPS FOR E.A. 


TEAM 17 CD 
SENSATION! 

A fter a relatively quiet winter, those Wakefield wonders Team 17 
are back with a bang, launching a new version of Body Blows, two 
compact disk compilations and an eight-disk collection for those of 
us who have yet to move up to the 32-bit CD player. 

Going by the rather grand name of Ultimate Body Blows, the CD32 ver- 
sion of the Team's hit beat-'em-up features new backgrounds, improved 
gamepfay, digitised speech and an all-new 16-track digital soundtrack which 
takes full advantage of the CD player's sonic capabilities. 

In all, 'Ultimate' sports a total of 23 characters and 12 AGA backdrops 
[nine of which are exclusive to this version). In addition to this, the game- 
play has also been tweaked by the new 'tag team' mode, which allows play- 
ers to select their own combinations of characters for team battles (and up 
to eight players can take part through the tournament mode), 

Priced at £29.99, Ultimate Body Blows is available this month — as are 
two CD32 double packs: Project- X/F1 7 Challenge and Alien Breed Special 
Edition/Qwak. Both compilations are priced at £24.99 and feature roughly 
the same gameplay as the original disk-based versions [although they have 
been adapted, where possible, to take advantage of the CD32's gamepad 
button set-up). 

Finally, for those of us who have yet 
to discard the joys of disk swapping 
for the relative ease of CD, comes The 
Team 17 Collection: Volume One, 

Comprising the original Body Blows, 

Superfrog and Overdrive, the compi- 
lation is available now, priced at 
£29.99. 



BOOST FOR 

DIGITAL VIDEO 


C ommodore's attempts to push 
the CD32 as more than Just a 
games machine have received 
- significant boost with the 
i nnauncement by multimedia soft- 
ware f>rm Omnimedia of the first 
r dnge of music video titles for the 
newly-agreed Video CD format. 

Although no firm release dates 
have see" set as yet it is expected 
that Video CDs from the likes of 
Queer r on den. David Bowie, 
Ulna T um er and The Euryfhmics will 
-- . : ■ ze'are the summer. 

f K 1 . format now sup- 
: ™a_or music publish- 

— * * as . *3". ? rd BMG (who use 
the RCA label) and EMI . Video CD is 
seen as the My forward for future 
audio releases- Video CD allows 
access is fui CD audio functions 
(Instant tract access, rewind, random 
play, etc) as wet as full-motion VHS 
standard . aec footage 

"The new format gives the con- 
suacr a! of the visual impact of a 
VHS wusic video and all of the bene- 
fits of a standard CD player / 1 says 
; — — «-= 5 i 3 reduction director 
£. 1 AcCi S ' 



Perhaps the most significant 
development in the evolution of the 
Video CD format to emerge this 
month, however, is that all of the 
titles mentioned above will run on 
both the CD32 (with the FMV cart 
installed) and Philips' CD-i players, 
where it had previously been 
thought that the two were com- 
pletely incompatible. 

With Video CD now up and run- 
ning on both formats, it's likely that 
many more music and video pub- 
lishers will look to the new format 
for future releases 


ARE GAMES GOOD 
FOR YOUR HEART? 

C omputer and video games have taken more 

than their share of unfair criticism over the past year or two, 
having been blamed for epileptic fits, an 
ixr^jie an violence among the young and the 
general diminishing of social skills, 

Nov* however, the media has even 
taken to blaming games for the rise in 
disease! 

Following a study by the combined 
forces of the British Heart Foundation and 
the Consumers' Association, it was decid- 
ed that the modern youth wasn't as active 
as his or her forefathers. 

"'Watching television and playing computer 
games are taking over from more active pursuits such as cycling, 
kicking a ball about or playing in the park/' says David Dickinson, 
editor of Which? Way to Health. 

A lack of exercise affects the development of the heart," he con- 
tinues, “and some British doctors predict that children who aren't 
active could end up with heart problems even worse than those of 
their parents." 

Of course, the report doesn’t only blame games for the nation's 
supposed lack of health: other factors such as bad diet were also 
taken into consideration. However,, as it r s fashionable to have a go 
at video games, this was what was picked up by the media. 

The funniest part of this whole story, however, as that the British 
Heart Foundation and the Consumers' Association have attempted 
to put things right by producing something called You Can Prevent 
Heart Disease — the only trouble is that it's only available on video ! 
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This detailed simulation of both Serse-A and 
Serie-B of the Italian Football League, 
includes all the correct rules of Italian 
football, featuring the correct play-off 
system and 2 points for a win . 

All major competitions including the Italian 
Cup, European Cup, Cop Winners Cup. 

UEFA Cup, and Anglo- Italian Cup are fully 
implemented. 

Full details on all players in Serie-A and 
Serie-B including full career histories and 
accurate ratings for passing and tackling, 
Additional information is provided by Italian 
researcher Giancariq Rinaldi, and World 
Soccer Magazine. 

Details on players in Serie-C, Pool of the world's best foreign players. 

Realistic transfer system which conforms to the Italian method, 

All aspects of the game adjusted to suit Italian fooiball for example the use of five possible 
substitutes in matches. 

Includes all the features of our best selling Championship Manager 93 published by 
Domark Software Ltd- 

Game runs over 40% faster than the original Champ Man '93. 

Comes fully packaged, including comprehensive manual, which includes a unique guide to 
Italian lower division players, 
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Make cheques or postal orders payable to: 

INTELEK PQ BOX 1733, BOURNEMOUTH BH4 8VN 

Price includes post and packaging £17.00. Please allow 28 days for delivery. 
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Other news coming from 
Interplay's Oxfordshire offices 
this week is that a sequel to one 
of the all-time great role- players 
is to he brought to the Amiga for 
an early summer release. 

Dungeon Master II, the inge- 
niously named follow-up to FTL's 
Dungeon Master (which, inci- 
dentally, took a good four years 
to make it to the Amiga, having 
debuted on the Atari ST in 1987)* 
promises more underground 
swordplay and sorcery in the 3D 
cavern style which has remained 
so popular with HPG fans 
\ throughout the years. 


COMMODORE 

LAUNCHES U.S. ASSAULT! 


T he Amiga CD32 was first 
unveiled to the US at January's 
Consumer Electronics Show in 
Las Vegas, where its games-playing 
qualities were supported by testi- 
monies from the likes of Ocean, 
Gremlin and Millennium, 

Commodore also used the occa- 
sion of the show to lay down the 
gauntlet to other hardware manu- 
facturers, with vice president of engi- 
neering Lew Eggebrecht saying: "We 
challenge anyone — Sega, Nintendo, 
Atari and so on — to show us a bet- 
ter games player. And we also chal- 
lenge the likes of 3DQ and Philips to 


show us a better multimedia player 
at a better price." 

Eggebrecht went on to point out 
that most of the "all-time top 100 
video games" are already on the 
Amiga, and promised that a total of 
TOO titles would be available in the 
US in time for this month's launch. 

The CD32 will be available to the 
general public from this month 
(March), priced at S399, with the 
FMV add-on also available for an 
extra 5250. The basic machine will 
come with two games: Ocean's 
Sleepwalker and Pinball Fantasies 
from 21 st Century, 


The Amiga's growing importance 
in the US is also demonstrated by 
the appearance of the first ever 
Amiga games magazine on that side 
of the Atlantic. Based in sunny Cali- 
fornia, Amiga Game Zone (for so it 
is called) is an all-new monthly pub- 
lication "focussing exclusively on 
Amiga games". 

But don't hurry to take out a sub- 
scription just yet, because from next 
month onwards, AGZ s editor — one 
Geoff Miller — will be contributing 
a monthly column dedicated to 
what's happening Stateside to these 
very pages. 


BATTLECHESS 

HITS CD32I 

ip-swinging queens and 
petrified pawns are soon 
to be common sights on 
TV sets and monitors attached to 
CD32 players, as Interplay is 
bringing its classic animated 
Chess game Battlechess to the 
CD gamesplayer next month- 
ly s yet to be revealed whether 
there will be any enhancements 
made over the original code to 
take advantage of the player's 
32-bit technology or digital 
music capacity, but it is known 
that the game will be priced at 
£29.99, 


CODIES GO 21 

N ot content to sit back on the many laurels which Micro 
Machines so deservedly picked up, the Codemasters devel- 
opment team have already turned their hands to producing 
the sequel — you guessed it. Micro Machines 2 . 

The list of proposed improvements and additions which the team 
are trying to cram in is already more than 14 pages long — but the 
one change which is currently looking likely is that the sequel will 
support up to four players competing simultaneously. 

It's unlikely that Micro Machines 2 will see the light of day before 
the end of ‘94. However, Codies' fans will be able to keep themselves 
occupied before this by flipping the silver ball in Psycho Pinball — 
the team's addition to the growing ranks of pinball simulations. 

Offering one- or two-player action across a range of six tables 
(Future Fair, Wild West* Moon Shot* Under Sea, Safari and Ghost 
Town)* Psycho Pinball will feature a number of twists, including sub- 
games and up to 20 secret features per table — not to mention the 
appearance of Psycho, the game's silver-plated armadillo hero who 
takes the place of the usual ball. 

Finally, the Codies are also dipping their toes into the CD pool 
for the first time in the very near future with the release of four sep- 
arate titles. The first three will be stand-alone budget games (each 
sporting enhanced digital sound), while the fourth will contain five 
of Codemasters' best-selling Amiga disk games, ail crammed onto 
a single disk. No exact price or release details are confirmed, but 
May is looking like the most likely date. 


HERE COMES 




STARDUST! 

B uoyed up by the success of 
their multi-hued Asteroids 
(ahem!) tribute Stardust, 
Helsinki's favourite sons Blood- 
house are currently working on 
bringing the same winning for- 
mula to the A1 200* in the shape of 
Super Stardust. 

Rather than just the usual 
'enhanced graphics and sound' 
offered by A120Q upgrades, Super 
Stardust will go the whole way by 
offering hard disk installability, 
entirely new 256-colour graphics, 
oodles of ray-tracing, stereo sound 
and spectacular parallax. 

Super Stardust will be available 
in May (for both A120Q and CD32) 
through Daze Marketing. Pricing 
details will be announced closer to 
the date. 


PLAY WITH 
YOUR TELLY? 

T he age of truly interactive 
television has drawn one 
step nearer* as TV games 
specialist Hewland Interna- 
tional {the company behind 
Channel 4's Gamesmaster) has 
joined forces with cable spe* 
cialist Videotron to bring audi- 
ence participation to the daily 
SKY Television show Games 
World. 

The new system* which has 
been running experimentally 
for a number of weeks in the 
London region, allows viewers 
with special handsets to pre- 
dict the outcome of games 
and to answer questions - 
those who answer a set num- 
ber correctly gain access to a 
secret code which entitles 
them to enter a prize draw. 

Although this current series 
of shows is only due to run 
until the end of this month, it 
is hoped that it will have 
proved successful enough to 
extend the service to future 
shows and other parts of the 
country. 
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WHITES WHIRLWIND SNOOKER 
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ELITE-ELITE PIUS 
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(informs in everyway to what you'd expect from a perfect cutesy 
game. And in doing so has become the perfect platform game,., 
c ait things cote and colourful, ymtli tove this, and if yon aren't 
sed to platform games you 'it Wtf love it" 
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GET THE MAX! 


N ot content with causing all 
sorts of mayhem for 
everyone who comes in 
contact with them through their 
computer monitor, those love- 
able green-haired Lemmings 
i who incidentally, celebrate 
their third birthday this month) 
are now taking the world of 
print by storm by starring in a 
new comic, Max Overload. 

Published by Dark Horse Inter- 


national. the company whose pre- 
vious hits have included the Star 
Wars comics, Predator Versus 
RoboCop and Give Me Liberty, 
Max Overload will feature the car- 
toon exploits of a number of gam- 
ing favourites, including Chuck 
Rock and, of course, the Lem- 
mings. 

Max Overload — 64 pages of 
full-colour gaming mayhem — is 
available now, priced at £1.95. 


Hp||he games industry's long awaited process of software classification 
will come into action from May 1st, when every disk and CD game 
released will carry a sticker similar to the one shown here — com- 
pete. unfortunately, with the hopelessly unhip 'monitor in trainers' logo, 
The new system is designed to guide potential purchasers — mostly 
parents — to the package's contents and suitability for certain age groups: 
under 10s, 11 to 14 year olds, 15 to 17 year olds and over 18s. 

The scheme is entire- 
ly voluntary, but all 
games produced by 
firms who are members 
of the European Leisure 
Software Publisher's 
Association (ELSPA) are 
expected to carry the 
sticker. 
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HERE COMES HOLLYWOOD! 

T he days when the line between 
games and films disappears moved 
ever closer this month, when one of 
Hollywood's largest studios announced 
that rf was setting up a brand new 'inter- 
active software* division. 

A part of the giant MCA group. Uni- 
versal Interactive Studios has been set 
up to become a developer and publish- 
er of entertainment software — with the self-explanatory Jurassic 
Part interactive scheduled to be its first release. 

The new firm, which will be run from the movie studio complex 
in Universal City, California, will also be looking for suitable games 
from other developers to publish for the new multi-media machines. 

in addition to this, there is also the possibility that it will become 
involved in some of MCA's theme park projects. 
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SENSIBLE... 

GOLF? 

W hat do Sensible Soccer 
players do in their time 
off? They hang around at 
Sensible Nightclubs with Sensible 
Page 3 girls and play Sensible Golf 
during the days of course. 

And soon you'll be able to join 
them — on the Sensible Fairways 
at least — as the Sensible crew are 
currently toiling away at bring 
their own peculiar slant to that 
perennial favourite, golf. 

Sensible Golf will make use of a 
similar top down view to that 
used in Sensisoccer, and will fea- 
ture similar diminutive characters. 
The game will also feature 
" ..the most fantastic, inspirational 
and intuitive control system 
known to man — which is exactly 
the same as the one used in every 
golf game since Leaderboard." At 
least that's what Sensible Soft- 
ware's Ion Hare expects. 

In all d Sen si Golf will contain a 
total of 72 holes (“Inspired by 
some of the toughest holes from 
the world's major courses. 1 a 
milling crowd and, possibly, cad- 
dies. Perhaps most innovative of 
all, though, is the fact that the 
game's unique viewpoint will 
allow it to feature up to four play- 
ers on screen at once. 

Sensible Golf will be available 
“before the end of the year" 
through Virgin 



COIUIPO TIME! 

T itus are in a bit of trouble. You see, they've had endless brain- 
storming sessions and yet they still can't come up with a good 
name for their rather tasty-looking new platform game, At the 
moment they're calling it the Rabbit Game, which is hardly catchy by 
anybody's standards. 

So, in a fit of desperation (and, by God, they must be desperate) 
they've decided to turn to The One's readers for help. What you've 
got to do is first go and read Matt's oh-so-informative preview on page 
51 , Not done that yet? Then go and do it, I'll wait for you here. 

Qkay? All you've got to do now is think up an amusingly apt name 
for the game and send it to us at the usual address. Weil pass your 
suggestions on to Titus and they'll choose the best as the title for the 
game Try to be a bit clever, though, as if all the ideas are crap they'll 
have to come up with some of their own. 

Your reward for doing all this? Weil, not only will you be able to 
point out the game to your mates and say "See that? That was my idea" 
and get a credit in the game itself, you'll also receive every Titus game 
ever released, including Lamborghini and the forthcoming Slues Broth- 
ers Jukebox Adventure and Prehistorik 2 — that's IS games in all! So 
get your thinking caps on and get scribbling. Titus are waiting... 


DOJUl-TASTIC! 
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>e new-look One FM may not exactly be win- 
ning over the nation's radio listeners, but they 
have had one positive effect in that they have 
re-introduced Oominik Diamond to the nationwide 
audience he so richly deserves. 

Since his departure from Gamesmaster last year, 

Diamond has continued to provide games news 
and reviews through the Steve Wright show, which 
he presents in his own piece every morning at 
3. 00 am, ’%■ 

"It's a bit of a hassle getting up every morning, " says 
the ebullient presenter, "but it's worth it because it means 
that I can reach out and touch more than 10,000,000 listeners every day," 
In the meantime, another TV face — Bad Influence's Violet Berlin — 
has also picked up a new job this month, by joining the contributing team 
for Digitiser — the games section of ChanneM's teletext service. Berlin 
will contribute a weekend column which will go out to the service's 
1 ,000,000 plus readers. 

For her part, Berlin adds: "Despite my hectic schedule as TV presen- 
ter, I always find time to catch up with what's happening on Digitiser, 
And now I'm flattered to he asked to contribute to such an august organ," 
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,,,ls your games playing a little 
bit disorganised? Could you do 
with a special personal organis- 
er (designed in fetching yellow 
plastic) to put it all in order? 

Mo? Pity really, because that's 
exactly what's on offer in the 
shape of Games fax, a new 
product from Lag ax, the people 
who have previously brought 
the world the indispensable 
Motor Fax and Video Fax. Games 
Fax is available now, priced at 

..^sy gnosis' Microcosm, the CD 
extravaganza which has been in 
development for so long that it 
has become almost as long- 
awaited as the Beatles reunion 
album, has finally made it into 
production, The game is now 
available for CD32, priced at 
£44,99,., 

...Remember Fame? Well, It may 
not involve people dancing in 
the streets, but Middlesex 
University may soon become the 
games world's equivalent of the 
New York School for the 
Performing Arts, as that institu- 
tion is to become the first in 
Europe to offer a degree course 
in 'The Design and Production of 
interactive Games', The course, 
which is the work of Domark's 
development manager Russell 
Ferrier, opens its doors for the 
first time this September... 

...Hardware specialist Amitek 
has extended its range of 
'Friendly Technology' Amiga 
peripherals with the addition of 
a new external disk drive. The 
drive, a 1Mb model complete 
with hardware virus protection 
and 'daisy chain 1 capabilities, is 
available now, priced at £59.00 ( 
which includes V.A.T, and a two- 
year warranty... 
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Provided by Virgin Games Centre. 



This fetching little accessory is an 
Archos Overdrive hard drive, a num- 
ber of which are currently available 
from Special Reserve, the Essex* 

hated 'fj ,1 moi cluh'. Priced at 
£299.99 for the 250Mb model and 
£379.99 for those who require an 
extra 90Mb on top r the Overdrives 
feature an average data transfer 

rate of 1.5Mb per second and access 
time of 12 milliseconds. 
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Catling all scribblers! Here's your chance to 
get your name etched into the pages of his- 
tory by having a letter published in The 
One! It's easy! All you have to do is write a 
series of sentences on a piece of paper and 
then send them to us! As long as they 
make sense or make us laugh then they 
could be used! So put that pen to paper, 
and send your efforts to: Letters, THE ONE, 
Priory Court, 30-32 Farringdon Lane, Lon- 
don EC1R 3 All. Or Fax them to us on: 071 
972 6710, 


BIG MISTAKE! 

Dear The One, 

While reading your review of Cosmic 
Spacehead in the January issue, 1 
noticed that in order to run it you 
needed 512Mb of memory — isn't 
that a bit much for such a crap 
game? 

Terry Kernar i, 
Armagh. 

Oh cheers, You work your guts out 
try ling to create the finest Amiga 
magazine on God's good earth and 
then some clever dkk picks you up 
or) a minor typing error. Look, it 
should've been 51 2K, okay, 512- 
bhody-K. 

FEMME FATALE 

Dear The One, 

I started to read Daniel Lovell s let- 
ter in The One's January issue when 
suddenly I felt compelled to check 
the date on the cover. Had I unwit- 
tingly bought an ancient copy from 
a thousand years ago? Mope, no 
signs of the mag having gone 
through a timewarp, and it wasn't 
written on parchment either, 

It then dawned on me What I 
was reading was a letter from one 
of those rare {but not rare enough) 
Sexist Pigs, If I may, I would like to 
take the liberty of enlightening the 
world, or at least the readers of The 
One, as to the underlying reasons 
for the man's misogyny. 

If you hadn't already guessed, 
yes, it is a way of disguising his own 
inferiorities. Danny, admit it — 
you're 7st4lbs at the very maximum. 
You begrudge women with muscles, 
purely due to the fact that you are 
unable to form any yourself for 
fear of your muscles splitting 
open your arms should they 


expand to any size larger than a 
baby pea. 

In fact, you are so puny that you 
have dents in your arms and legs 
where most men would have 
bulges. Contrary to your belief, 
Danny, you couldn't pull a Christ- 
mas Cracker, never mind a woman. 
{Female readers breathe a sigh of 
relief.) 

How do I know this? 1 did a post- 
round in your area {yes, I do have 
sufficient strength to lift a letterbox 
lid) and have had the unpleasant 
experience of seeing you. 

Forget about having a computer 
game based on women drivers — 
my car sports a whacking great dent 
thanks to a MAM who failed to avoid 
my STATIONARY vehicle. How about 
a game based on Daniel? What do 
you mean there already is one? Ah, 
of course... Prehistorik! 

Louise Simpson, 
Southampton. 

We had a LOT of letters referring to 
Daniel's tittle rant about women, of 
which Louise's was the most enter- 
taming. Get the message , Daniet - 
this is the 1990s, not the 1890s . 

TYPE 'EEEK!' 
JAGUAR 

Dear The One, 

t recently saw something in another 
mag that stopped my roving eye in 
Its tracks. The reason for this breath- 
taking moment was a preview of a 
game for Atari's A1 200-rival, the 
Jaguar, The game was Predator Vs 
Alien and was set in a moody, com- 
pletely 3D environment not too dis- 
similar to that of Legends Of Valour, 
but more akin to those of the PC 
game Ultima Underworld for quali- 
ty of graphics, which were amaz- 
ingly good. 


The previewer went on to drool over 
how the graphics were produced in 
real-time {i.e calculated as they're 
being displayed so preserving mem- 
ory), which takes some impressively 
fast processing. Now I don't know 
the specs of the Jaguar but the big 
question is... can the A1 200 do that 
and well enough to compete with 
Atari? 

For weii over a decade, Com- 
modore has remained leagues in 
front of Atari. But could it be that 
in an effort to keep the A120Q's 
price low Commodore has produced 
an underdog of a machine? Could 
you also quash rumours that in an 
effort to keep up with the compete 
tion Commodore will be releasing a 
68030-based machine {possibly 
called the A1 400) towards the end 
of the year? 

James Burr, 
Dorset , 

The Jaguar is a console , not a com- 
puter, so a more valid comparison 
would be with the CD 32 rather than 
the A12QQ. And though we'd like to 
tett you how the Atari console fares 
against Commodore's, we can't 
because we've yet to have any 
hands-on experience of the 
machine , The Jaguar has so far only 
been released in the States, where 
it's had a very warm reception , but 
it's unlikely to start appearing here 
in Europe in any sort of volume until 
Summer at the earfiest 

Commodore is known to have 
new Amigas in development — in 
such a fast-moving industry tike this , 
you'd be stupid not to be looking fo 
the future — but / think it's unlike- 
ly you'll see any of them released 
this year . 

LISTEN HEAR! 

Dear The One, 

I am writing to complain about the 
atttitude of computer game manu- 
facturers towards the CD32. I think 
the programmers are looking at this 
as though it's Just another Amiga. 
Most CD32 games are normal Amiga 
games put onto CD. 

Nothing wrong with that, of 
course, but what's the point of buy- 
ing a 32-bit CD console when you 
only have old Amiga games to play 
on it? Two Amiga CD32 games show 
what can be done on this powerful 
machine, namely Microcosm and 
Liberation: Captive 2, A lot of time 
and effort has gone into these 
games and it shows. These are the 
type of games CD12 owners should 
expect. 

I have compared the specifica- 
tions of CD32 and 3 DO, and both 
boast similar abilities, yet 3 DO 
games look like they are toeing 
played on a much superior system. 


If programmers put in as much 
effort as, say Mindscape has done 
with Liberation, then the CD32 
should become a strong contender 
in the CD market. 

If not I fear CD32 will go down 
like the CDTV did, I hope the latter 
doesn't happen as I am raving for a 
CD add-on for my A1 2DQ r as many 
others are. My point is, games pub- 
lishers should take the CD32 as the 
hyper console it is, and not just as 
another Amiga. Thank you for lis- 
tening to my complaint 

Phillip Edwards , 
Merseyside 

WE LUV FRONTIER! 

Dear The One, 

We were just flipping through the 
January issue of The One when we 
caught sight of an 'interesting' little 
letter from one Simon Smith, Appar- 
ently, Frontier is "little more than 
trash", "a complete waste of time", 
saddled with a "crap control sys- 
tem" and, worst of all, responsible 
for people turning to piracy! 

Simon is wrong. Frontier is a very, 
very good game. The control system 
is in fact very simple. Unfortunate- 
ly it seems Simon is too. It is a sad 
comment on today's gaming society 
that when a game hits the shelves 
that requires a bit of concentration 
some people can't take it, obvious- 
ly preferring games specifically 
designed for two-minuted attention 
spans. I suggest you buy a Mega 
Drive, Simon — it's obviously more 
your kind of thing. 

If David Upchurch gave the game 
too high a mark, it was only by one 
or two percent. David Braben has 
created an in-depth, remarkable 
game, and if you can't handle it 
Simon then you shouldn't have 
bought an Amiga in the first place. 
It mixes playability with a brainwork 
- Simon obviously thinks the latter 
has no place in a computer game. 

Matt , Will and Joe, 
Taunton , 

Thanks for the support guys, but - 
hey! - let's not allow this 'Is Frontier 
crap?' debate to become too per- 
sonal. After aM, everybody's entitled 
to their own opinion . / mean, I'm 
the first to accept that not every- 
one's going fo pop their corks over 
arguably the greatest game ever 
written — but that's because 
they're probably a stupid moron . 
(Just joking , Simon...) 

DAVE'S GREASY 
POLE 

Dear The One, 

I used to be an ACE reader, and over 
the years I have admiringly watched 



LETTERS / 
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Q&A BIT 




Once again it's time for The 
One's resident guru Dave 'The 
Brain' Upchurch to answer your 
fascinating queries about the 
Amiga games scene. 


Dear The One, 

Could you answer a few ques- 
tions for me? 

(1) Would I be able to connect 
my A5GG to the CD32 and use it 
as an asternal 3.5" drive? 

(2) Is the CD32 compatible with 
any other CD machine? 

(3) Is Jenny Abrook planning to 
star in any Brut 33 adverts on 
telly? (I think she’s a super 
babe). 

P J Browne. 

Dyfed, Wales, 


( 1) Theoretically you could, f sup- 
pose, but t don't think it'd be 
very straight-forward. To ait 
intents and purposes, then, the 
answer is no. 

(2) As a games machine, no- you 
can't , for example, run CDi, 
Mega CD or 3DO games on the 
CD32. However, a CD32 fitted 
with an FMV module ran play 
any video CD that conforms to 
the MPEG ) standard, which 


indudes att the movie CDs cur- 
rently being produced by Philips. 

(3) What do you think, serious- 
ly? 

Dear The One, 

Last month in reply to Mark 
Smith's query about Little Com- 
puter People you said that the 
game never made it on to the 
Amiga. I disagree with this. 
'Why?' you may ask. Weltj the 
reason is simple — I have Little 
Computer People, or LCPs as 
they are referred to in the man- 
ual. The game works fine on my 
A1 2GQ but not on my A5QQ. 

The game was released on the 
Amiga in 1988 by Ricochet 16 of 
Mastertronic. This, incidentally, 
was the year after I got my first 
Amiga, l hope this information 
will delight Mark and also you at 
The One. 

By the way, l wonder if you 
could tell me when Sensible 
World Of Soccer will be released, 
as Sensible Soccer VI. 1 Is the 
best game ever on the Amiga. 

David Dunn , 
Bfyth, 

Gumph! Looks like l don 't know 
everything after ail! Any chance 
anyone could lend us a copy of 
LCP to took at for nostalgia's 
sake ? We'd took after it and send 
it back and everything 

As for your query about 
SWOS, well you can read all 
about it on page 22. 


Young Upchurch' gradually nob- 
bling his rivals. This man must have 
a PhD in Office Politics, specialising 
in the knife in the back, the ground 
glass in the coffee and the so-called 
accidents" when the lift-cable 
breaks. 

And now, using his not-inconsid- 
erable bulk, he has climbed the 
greasy journalists' pole until he sits 
astride this lofty perch high above 
Priory Court, the wind ruffling his 
fair locks, a threat to low-flying air- 
craft and — if the way that pole is 
bending and flexing beneath him is 
anything to go by — to passers-by in 
the street far below as well. 

Ah, but fame and riches 
Caribbean holiday, remember, and 
111 bet you don't drive a Skoda) have 
their price: the Large One, it seems, 
s suffering from altitude sickness. Or 
does he have a bottle of whiskey up 
there with him, hidden inside that 
expensive Italian mac? 

Frontier!? Game Of The Year!?!? 
96%!? !?!?!?! Quick, haul him down. 
The man is raving, All that power 
and responsibility has finally flipped 
him. What a terrible waste! 


Simon Smith (January's Letters) 
was right — despite your patronis- 
ing advice that he should play it for 
longer than then minutes, let me tell 
you that Frontier IS unplayable, or 
should be for those of discernment. 
The ship is uncontrollable, and those 
cockpit graphics... Oh dear! At least 
in Epic it felt like you were sat at the 
controls of a spaceship — Frontier's 
cockpit layout more resembles an 
electric milk float's. 

Hold him steady, shove the 
smelling salts up his nose... There, 
that's better, he's coming around 
now. 

Feeling better, David? 

Yes? 

Good — you're sacked. And leave 
that bottle for the next one up the 
greasy pole Form an orderly queue 
there^, 

David Chaff tee, 
Exeter 

I don't mind people disagreeing 
with me (actually, it wasrt't just me 
who decided frontier's mark — 
S/mon and Matt both had a say in it 
as well j but you don't have to be so 
darn nasty about it. Sob! I've got 


where t am through sheer determi- 
nation and hard work (oh alright , 
and a bit of back-stabbing). As for 
me being ' patronising ', well, that's 
simply not true. Wow why don't you 
along , little boy , and read this next 
tetter.,. 


I WANT FRONTIER! 

Dear The One, 

Hey, Simon Smith from South York- 
shire — instead of throwing away 
your copy of Frontier, why not send 
it to me? I ll give it a good home and 
take care of it! You know it makes 
sense, 

Sean Tuiiy, 
Wick ford. 

Come on, Simon — or how about 
David C halt ice? — do the decent 
thing 'cos there's nothing sadder 
than an un/oved game , 

DISK-USTING 

Dear The One, 

January 1 993 - Psycho Santa, a wild- 
ly enjoyable game (good title song) 
but lacking in long term appeal. June 
1993 - Blaster, slightly above average 
shoot- 'em-up fodder. August 1993 - 
Trex Warrior, nicely presented but 
ultimately dull, January 1994 - Galac- 
tic, an original, atmospheric but 
unexciting sbooty thing. 

Well, thanks for the complete 
games over the past year Psycho 
Santa was slightly okayish, but the 
others are savegame disks. Do you 
really expect our loins to twitch and 
gibber over a game which you gave 
a demo of away with your June 1 992 
issue which was pretty unspectacu- 
lar then? And Worth £25 99'!?!? It 
would be hounded, mauled and 
slaughtered if it was released on 
today's market. Who would buy it 
when it's alongside Frontier, Cannon 
Fodder or Hired Guns? 

I beg you to stick with large or 
multl-leve! demos like Space Hulk 
and Bob's Bad Day, and quality PD 
like Transplant and Giddy. Pack loads 
of this stuff onto your disks and 
you'll have readers skipping to the 
newsagents with big daft grins on 
their faces. If you want to give us 
something special for Chrimbo then 
offer six free disks and staple a joy- 
stick to the front cover. You may like 
those free games’, but I don’t. 

Finally - God bless the Next 
Month! page. Each month they get 
better, except January's. And anoth- 
er good thing is... Matt's new beard. 
It really suits himf 

Stephen tsoyes, 

Cleveland . 

P.5. Don't put f be heading 'Disk-ust- 
ing * on this letter. The joke is wear- 
ing a iittle thin now. 


Sorry to hear you Ve been somewhat 
' underwhelmed ' by the free games 
we've given away over the past year 
or so — we Ve only trying to give our 
readers something a little special 
from time to time. What do the rest 
of you think? Would you prefer 
more demos instead of the occa- 
sional complete game ? Write in and 
iet us know. 

Oh, and thanks for your com- 
ments about the Next Month! 
pages. Simon was especially pleased 
that you didn 't like the one I wrote 
(January's) and is now marching 
around the office claiming to be the 
best at everything. The git, 

PARK POINTS 

Dear The One, 

In your January issue, your solution 
to Jurassic Park showed screens that 
I haven't seen in either the A1 2(J0 or 
the A5Q0/6Q0 versions of the game 
(both of which I own). In which ver- 
sion DO they appear, if any? Where 
did you get these pictures? Also, did 
you see the shots of Amiga JP on 
ITV's Movies, Games & Videos last 
summer? I noticed that the 3D 
indoor display was bigger and more 
central on-screen. Why is this differ- 
ent in the final game? 

Alan Illegible-Surname, 
Debenham , 

Oh, Alan — so many questions! 
Thankfully, however, there are some 
very simple answers to them. The 
screenshots used in the tips pages 
were old Work In Progress shots that 
we had on file. These had been gen- 
erated by Ocean purely for preview 
purposes only, so any resemblance 
between these and any actual game 
screens either alive or dead is pure- 
ly coincidental. As for your queries 
about the game as seen on Movies, 
Games & Vidjas, well, that was 
broadcast last Summer, a good four 
or five months before the game's 
eventual re/ease, and things DO 
change you know.. 

FANTASY ISLAND 

Dear The One, 

I'm fed up, 

I've got no friends, my parents 
hate me, I'm spotty. I'm ugly. I'm 
crap at sports, I eat lard, I wet my 
bed,. I pick my nose and eat it, I love 
Cliff Richard, I've got really long ear 
hair, I can't dance, I eat worms, I've 
got five eyes, I hate everything 
about the world,,. 

What shall I do? 

Worried, 

Liverpool. 


Er, I'm really not qualified for this. 
I think I'd better go home now. 
More of the same next month. 
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PLUS! Nothing for the 
runners-up! 

All courtesy of Titus. 
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W hen Honda Prelude Astra 
Car invented the automo- 
bile he inadvertently 
altered the society of the day. Before 
this time,, people used to get from 
A to B in black and white cardboard 
boxes with bits of cornflakes in the 
bottom that stank of old people. 
These 'vehicles' were relatively safe 
compared to modern cars, mainly 
because they didn't actually move 
anywhere. 

And if a passer-by accidentally 
brushed past they'd end up with 
nothing more serious than a slight 
sensation in their leg generated by 
nerve endings sending electrical sig- 
nals to their brains, instead of hav- 
ing to have the entire contents of a 
bumper box of Meccano implanted 



(that's right FIVE!!!) fantastic goody 
bags — worth over £100 each! — 
containing all kinds of brilliant and 
totally official Lamborghini things. 
If you are one of the lucky win- 
ners, expect to find fab and totally 
official Lamborghini gear like base- 
ball caps, posters, key rings, a copy 
of the game and literally loads more 
stuff in your bag, and you can't ask 


THE QUESTIONS 


(1)' What old Titus game is Lamborghini 
based around? 

(a) Crazy Cars 3. 

(b) Road Warrior. 

(c) Alien Car Death Fighters From The 
Planet Ford. 


into their shins. 

Of course, these so-called 'good 
old days' weren't actually that good, 
although they were old. And days, 
come to think of it. But the point I'm 
trying to make is that the only mod- 



for much more than that, can you? 
Thought not. 

I know what you're thinking. 
You're thinking, I really wish I knew 
exactly what I had to do to stand a 
chance of winning those bags. Well, 
think no more, dearest reader, for I 
have the answers to all your worries, 
They're called questions. 

Yes, just answer these three tax- 
ing posers, stick the answers on the 
back of a postcard or stuck-down 
envelope and send them to; Goody 
Bag Two-Shoes Compo, THE ONE, BO- 
32 Farringdon Lane, London ECIR 
3AU to arrive here by no later than 
April 28th 1994. The five winners wifi 
then be selected by the Editor (who- 
ever that may be at the time) and 
will recieve a goody bag each. Okay? 


{2} Which one of these games has Titus 
published? 

(a) Titus the Fox. 

(b) Titus the Bat. 

{c) Titus the Titan. 

(3) How many times is the word 
'Lamborghini' mentioned on this page? 

(a) Eight. 

(b) Nine. 

(c) Lamborghini. Ha! 






WE'LL GIVE YOU THE EARTH.. 








but the Aliens will make you 
pay a terrible price 





ENEMY UNKNOWN 

COMMAND EARTH'S FORCES AGAINST THE ALIEN TERROR 
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Well, here it is — the first look at the 
soccer sensation many people are already 
calling the best game of '94. Simon Byron 
takes a trip to Sensible Software without 
passing 'Go'... 
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SENSIBtfe 


ensible World of Soccer 
, will make all other foot- 
ball games., no matter 
whether they're managerial or 
arcade-y, look completely crap." 

Jon Hare, never particularly mod- 
est when it comes to rating his com- 
pany's games, is being overly bullish 
about Sensible Software s second 
soccer sim, And who can blame him? 
Their original offering is commonly 
regarded as the best game on the 
Amiga and is still played constantly 
by us in the office something which 
can't be said about many of today's 
releases. Blending instinctive control 
with immediate playability, it rapid- 
ly became the highest-selling game 
on the Amiga to date. And deserved- 
ly so, 

Sensible Worid Of Soccer has 
been in development since the mid- 
dle of last year, but It's only now 
that there's anything concrete to 
see. So here I am, perched atop a 
dodgy plastic chair in Sensible's HQ, 
listening to Jon's enthusiastic dec- 
larations about how brilliant SWOS 
is going to be. 
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Weil here it is — the first picture of 
Sensible World of Soccer. Ever. Okay, 
so it may not be the most interesting 
but it's a screenshot nonetheless. 

It's a hard job, I know, but some- 
one's got to do it. 

But before we get down to the 
nitty-gritty, let me explain the deal. 
Every month, from now until the 
game is complete, I'll be paying a 
visit to the development team's 
office to report on how Sensible 
World Of Soccer is shaping up. Over 
the coming months you can expect 
to witness the game evolve into 
what will undoubtedly be the sequel 
to end all sequels. It'll be just like a 
Diary Of A Game, Except I II be writ- 
ing it. So it won't be very good. Or 
funny. 

As you have probably guessed, 
World Of Sensible Soccer is going to 
be a football fanatic's dream.. The 
game will still centre around the per- 
fect arcade footy action enjoyed by 
Sensi veterans, but this time one- 
player games wilt be much more 
structured, as Jon reveals: "If you 
play a one-player game over a peri- 
od of time then you may be offered 
a new job; for example, Fulham may 
need a new manager and approach 
you. If you accept, you'll continue 
the game with the intention of get- 
ting Fulham promoted/' 

The decision to marry the already 
tried and tested arcade football 
action with a more in-depth man- 
agerial aspect b a step in the right 
direction, reckons John. 

"What we're trying to do is create 
the ultimate football simulation — 
a game which you can play i n arcade 
mode, managerial mode or a combi- 
nation of the two. We're deliberate- 
ly steering away from the really 
heavy managerial aspects like gate 
receipts, etc, etc, so most gamers 
should be able to get the best out of 
this part of the game without being 
bogged down. I think we've got the 
balance right." 

At this stage, not much work has 
been done with the main game 
because the team have been con- 
centrating on getting all the player 
statistics in. In fact, they haven't 
decided what changes Sensible 
World Of Soccer will feature. "I don't 
know what we're going to do with 
the main game," admits Jon. "I think 
well use some of the Mega Drive 
version's features, but a lot of those 
were implemented to cater for the 
joypad, just to make the game easi- 
er to play/' 





(Above) Don't try this at home, kids. 

(Below) Sensible World of Soccer will undoubtedly include many of Mega 
Drive Sensi's features, like the star player icon shown here. 


players are involved in a challenge 
it's likely that the one with the high- 
er tackling skill will win, 

"As in the original game, you'll be 
able to put any player in any position 
but strategy will play a more impor- 
tant part, For example, a player with 
a high tackling and heading skill will 
be best employed as a defender as 
he's likely to be able to cut out most 
shots. These player attributes are 
fixed — it would be pointless being 
able to edit them," 

One rule that soccer games have 
traditionally shied away from may 
make it into Sensible World Of Soc- 
cer. "At the moment it seems likely 
we r li put the offside rule in the 
game, just to see how it affects the 
gameplay, but there's a strong 
chance it will be taken out again," 
explains ion. 

"It's not that it's hard to do, we 
just don't believe in offsides,” chips 
in Chris. "And there'll be no long 
balls, either,” he jokes. 

The team will be turning their 
attention to the actual game over 
the next month, but it's unlikely 
there'll be any major graphical dif- 
ferences because, as the old adage 
goes, there's not point in fixing 
something which isn't broken. "The 
idea has been to get the menus up 
and running so that when we 
come to slot the actual foot 
ball bit in we'll actually be able 


h There are 1500 
teams in Sensible 
World Of Soccer — 
there's not even a 
book with that 
much information 
in it. 


However, one thing the team are 
confident about is the inclusion of a 
referee. Chris Chapman, the Amiga 
programmer, explains: "Because of 
speed and memory limitations, it will 
be impossible to have the referee on- 
screen all the time What well prob- 
ably do is have him chasing the ball 
just off-screen, so you'll only see him 
whenever he has to dish out a red or 
yellow card. To be honest, the inclu- 
sion of a ref won t affect the game 
at alt, but it will enhance the overall 
presentation, which is what we're 
aiming for." 

Individual player stats will play an 
important part in your strategy, as 
Jon outlines: "Each player will have 
eight skills: heading, tackling, shoot- 
ing, passing, running, fitness, and 
two others, which I can't quite 
remember at the moment. If two 


xtr 


Here s. where you’ll be able to gen- 
erate your very own tournaments 
incorporating any combination of 
knockouts and mini-leagues. 


Ah-ha! A tournament in progress. As 
you can see, Marseille are doing 
well, having Just beaten Real Madrid 
by a gola. 
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to play the game and see how it all 
hangs together/' discloses Chris. 

Jon decides to point out the 
game's major difference. "You can 
choose to have a computer side, a 
player side or a manager side The 
first two act exactly like they did in 
the first game, but picking a manag- 
er side allows you to exert a greater 
control over how your team play by 
buying and selling players and build- 
ing a better side over successive 
matches. You can be just like Graham 
Taylor. But better." 

To demonstrate how this man- 
agement system works, Jon sets up 
a one-player game with me in charge 
of the Premier League's most talent- 
ed side, "You can be a player man- 
ager or just manager/' says Jon. "If 
you're playing as a manager you can 
play each match like you would in a 
normal game of Sensi or opt to 
watch either the full game or high' 
lights without actually taking part. 
So let's start a new season. I suppose 
you want to manage QPR, do you?" 
Of course, I reply. 

"How sad [he supports Norwich 
'Football' Club]. Anyway, we can 
start off the league by selecting 'Play 
Match' and as you can see, QPR's 
first game is at home against 
Sheffield United," states Jon before 
pressing the button. "Right you lost 
1-3.” 


At this point I remind Jon what he 
said about the game being very early 
in development, and suggest that 
maybe — just maybe — some of the 
statistics have been input incorrect- 
ly. He quite rightiy ignores my 
pathetic whining and carries on 
pointing out Sensible World Of Soc- 
cer's improvements. 

"In the original game you would 
have to cycle through all the other 
results until it was your turn to play 
another game, but now you can 
jump straight to your next match, so 
there's no need to keep constantly 
clicking the joystick button, 

"You can aiso check out any 
team's peformance from the stats 
screen. We've added a kind of bar 
chart system to indicate each pay- 
er's individual performance. The 
higher the red bar, the better he's 
doing and subsequently he'll be 
worth more money. 

"You also get each player's nation- 
ality displayed alongside their stats," 
persists Jon before spotting a bla- 
tantly obvious error, "Hang on, I 
notice that Niall Quinn is currently 
listed as Albanian, so there's obvi- 
ously something wrong there." 

"It's probably from his mother's 
side. Or something,” laughs Chris. 

Hmmm Enough of this joviality. 
It's time to continue guiding QPR to 
the summit of the Premier League, 
Where they belong. 

HBk "Okay, we can either click 
straight to QPR's next game or 


U You can be 
just like 
Graham Tay 
But better. 

Jon Hare, 
Sensible Software. 
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This screen looks suspiciously like the same one from the original Sensi, But 
weVe reliably informed it isn't. 


watch some of the other results 
come in. You can even 'tag' specific 
teams — for example one who's 
doing particularly well — so if you 
want to track a side's progress but 
don't fancy cycling through every 
score then it's very easy to do so. 
Right, let's go on to the next match, 1 ' 

QPR beat Manchester City two-nil. 
I begin to warm to Sensible World Of 
Soccer, 

Throughout the season, League 
and FA Cup matches need to be 
played and the computer tracks your 
progress though each, warning you 


in advance of each fixture so you 
have time to prepare. As we keep 
zipping back and forth between the 
tables and the stats screens, Jon 
highlights another of Sensible's real- 
istic features. 

"You'll notice that Nigel Clough is 
the only Nottingham Forest player to 
be amongst the top scorers because 
Forest have a one-man attack [it's 
probably worth pointing out here 
that the data the team are working 
with has been gleaned from last sea- 
son, explaining the appearance of 
Notts Forest in the Premier League], 
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(Above) The new statistics screen 
gives an indication of how well 
each player is doing. The higher the 
red bar, the better his performance. 

(Left) Jon. Being stupid. 

so even if you're not actually play- 
ing a team they'll still keep to their 
overall tactics." 

The league continues and QPR 
reach the lofty heights of second 
before finally slipping to third, 
thanks to a disastrous result against 
Wimbledon. Still, a place in Europe 
will suffice. I'm a happy man. 

Of course, being a truly interna- 
tional game, Sensible World Of Soc- 
cer will enable you to play in almost 
any footballing competition from 
around the world. "There'll be loads 
of preset competitions. You'll be 
compete in things like the Italian 
First Division, the Brazilian League 
Cup, the French League Cup..." 
recounts Jon. 

So how many competitions will 
there be in total? 

"God knows," admits Jon, "basi- 
cally, every a league and cup com- 
petition from every country plus 
things like the European Cup, the 
African National Championships. A 
lot, basically." 

And If you don't fancy taking part 
in one of the preset competitions, 
you can always set up your own 
cups. The system Sensible World Of 
Soccer uses to generate unique 
competitions is extremely flexible, 
as Jon explains. 

"The tournament mode will 
allow you to pick up to 64 teams 
from anywhere in the world. You 
can structure the tournament as you 
see fit by having a variable amount 
of groups, a league or even knock- 
out system. You'll be able to speci- 
fy how many times each team plays 
each other, whether there'll be two 
or three points for a win, whether 
or not teams are seeded, that kind 
of thing, 

"If, for example, you've set a 
league and you decide that you only 
want seven teams to go through to 
the second round, the computer will 
work out how best to achieve that, 
by letting through the required 
amount of group winners and a cer- 
tain number of best runners-up. It's 
a very flexible system," Jon. 

The amount of imformation 
conatined within the game is phe- 
nomenal. "There are 1500 teams in 
Sensible World Of Soccer — there's 
not even a book with that much 
information available," enthuses 














FEATURE 





At the moment 
it seems likely we'll 
put the offside rule 
in the game, just to 
see how it affects 
the gamepiay, but 
there's a strong 
chance it will be 
taken out again. ■ ■ 

Ion Hare, 

Sensible Software. 





(Inset, left) "The way you edit the 
kits is slightly different*" offers Jon. 

(Left) The Mega Drive version in 
action. 

(Below) Chris 'Choppers' Chapman. 
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Jon, "When the game's finished we'll 
have the most comprehensive foot- 
ball information on any medium, 
enabling us to write a book of the 
game or something." 

Sensible Software felt that the 
data needed to ensure that Sensible 
World Of Soccer contains the most 
authorative guide to football war- 
ranted a full-time member of staff. 
So Mike Hammond, author of Euro- 
pean Football Yearbook and contrib- 
utor to the Sunday Times, was draft- 
ed in to input all the facts, A 
specially-designed editor has been 


created* which facilitates the task of 
entering all 23,000 players' individu- 
al statistics, 

''It's something we just can't han- 
dle on our own," admits Jon, "with 
Mike's expertise well be able to con- 
fidently state that Sensible World Of 
Soccer is the most realistic football 
game available." 

When you consider that to input a 
team's data takes approximately half 
an hour and that there are over 200 
teams, you can see why employing 
someone to do the job properly 
makes sound business sense- 


ion is confident that the two dif- 
ferent parts of Sensible World Of 
Soccer will gel together nicely. "I 
think that once the game is finished, 
the managerial aspect will stand up 
against dedicated management 
games like Championship Manager 
'93 and its ilk, as well as retaining 
Sensi's title of being the best soccer 
game there is. You'll be sitting there 
thinking 1 want to buy a new player' 
and you'll be able to pick one from 
over 23,000, There aren't many 
games where you can do that. 

"The ideas we've come up with for 


Sensible World Of Soccer are basi- 


n 



cally common sense. We haven't 
taken ideas from any other games. 
The main reason for including the 
foreign teams is so that the game 
will appeal more to other countries." 

Well space is against me once 
again so we must bid farewell to 
Sensible Software and their plans for 
total football domination. Next 
month we'll probe deeper into the 
arcade section and reveal what the 
team hope to do to make Sen- 
sible Software even better — if 
that's possible, of course. 





Continuing our football fever, Simon Byron speaks to Intelek, the creators of the highly' 
successful Championship Manager games. 


I f you've ever thought that programmers work 
from dark and dingy offices on bustling inner- 
city High Streets then think again. Whilst this 
may well be the case for some software develop- 
ment teams, Intelek's office/home is completeJy 
the opposite. Situated almost on top of 
Bournemouth beach (with its seven miles of gold- 
en sand, remember?), it has to be the most plush 
place fve ever conducted an interview in. Not that 
I'm envious at all Oh no — give me the view of 
high-rise skyscrapers, huge multi-storey car parks 
and slums from my bedroom window any time. 
No, really. 

StiJI. Oliver Collyer, Andy Haynes and Ryan 
Hegarty, the team behind the phenomenal 
Championship Manager series have certain- 
ly worked hard for their success. In fact, 
their games are held in such high regard by 


the gaming public that I know of people who 
have bought Amigas solely to realise their man- 
agerial aspirations. And you know what they say: 
the public is always right, Or something like that. 

So how do you create games like this? How 
much research goes into each one? And can I 
move in with Intelek? For all these answers and 
more, read on,.,. 


How was Intelek formed? 

Oliver: It started off roughly five years ago when 
my brother and I began work on the original 
Championship Manager. That sold reasonably well 
so 1 got together with Andy, whom I'd know for 
a long time, and decided that we should produce 
an updated version. It was at that point that 
intelek was formed. 


What exactly does Intelek mean? 

Andy: Oliver made it up when he was drunk l 
Oliver: Yes, that's about the size of it. If anything 
it relates to the kind of games we produce: they're 
suited to intellectuals, people who want more 
than mindless arcade games. We are the thinking 
man's software house, You won't get immediate 
satisfaction from the games we create but you'll 
end up playing them for months, if not years. 


Why did you originality set out to produce foot- 
ball management gomes? 

Andy: Mainly because we didn't have a decent 
football management game to play. 

Oliver; We were fed up with the lacklustre nature 
of most of the games around at the time^ Some 
were okay-ish, but none were outstanding. 


|| We're not 
necessarily overly- 
keen on computers, 
we're more football 
fans first and a 
development 
team second. JJ 

Oliver Collyer, intelek. 
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(Above) The guys have a quick chat about some- 
thing football-related. 

(Below) Championship Manager Italia. But you 
knew that, didn't you? 


liiUM tm 

dlnHuMMifl! 

■ m Brkj t iJT'jnx 
• ’ifci - I nr J 


(Left) The Intelek team smile for The One's read- 
ers. They are, from left to right: Ryan Hegarty, 
Andy Haynes and Oliver Collyer. 
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Andy: So we took a look at the software available 
at the time, picked out the bits we liked and 
added what we thought was missing to make a 
a truly realistic game. 

Oliver Our first game was based around a ten- 
team Super League system. It kept crashing all 
over the place. 6 remember sitting hunched over 
our Amstrad Cl 28s trying to figure out exactly 
where we were going wrong. The game then 
evolved onto the Atari 5T r which was state-of-the- 
art at the time r and then onto the Amiga. 

Looking back at the original Championship 
Manager, how do you think it compares to 
what you're doing now? 

Oliver: I think all the best bits of that game are 
still in what we re doing now, 

Andy: There are plenty of features we've kept in 
but we've added about another fifty options, 
Oliver: The major difference is that all the infor- 
mation in the game is real and not fictional, 
which makes a huge difference In the original 
game you'd end up with about ten players with 
the surname Williams in one team. What's sur- 
prising is that there is still the same amount of 
depth in Itaiia as there was in the original Cham- 
pionship Manager. It s just that the game as a 
whole has had a few tweaks here and there and 
now runs substantially faster. 

Why did you decide to base your latest man- 
agement game around the Italian sides? 
Oliver: It was a combination of personal interest 
and the fact that Italy has some of the greatest 
sides in the world. 

Andy: The Serie-A is undoubtedly the best league 
in the world and contains some of the most tal- 
ented players. We felt that the opportunity to 
manage teams like inter Milan and Lazio would 
provide the ultimate challenge. 

Oliver: Also, it's a different way of life over there. 
Most dubs have got loads of money to spend on 
getting in the top players and building up a real- 
ly good side. And because Championship Man- 
ager Italia allows you to buy in players from 
around the world you can create your own per- 
sonal Dream Team. 

Andy: Channel 4 have done a lot to raise the pro- 
file of Italian football and no-one has ever done 
a proper fully-blown management game around 
it. But now — surprise, surprise — it appears that 
other football management games are being 
given an Italian version. So we must be doing 
something right, 


Heft] 

Bournemouth High 
Street in the rush 
hour. Who on 
earth would want 
to live there? 

(Below) A cleverly 
set-up shot featur- 
ing — yes! — 

Andy, Ryan and 
Olliver, the foot- 
ball-mad stars of 
TV’s Intelek- 



Oliver: A couple of years ago we wouldn't have 
dreamed of doing an Italian version but since 
Gascoigne moved over there, its popularity has 
soared — the Sunday viewing figures prove that. 

How realistic would you say the Champi- 
onship Manager series is? 

Oliver: Rumour has it that Billy Bonds played the 
game as Weymouth and got relegated out of the 
Thrid Division, so you can read into that what you 
will, 

Andy; As far as we can see it's got all the features 
in that we think you'd need... 

Oliver: ,.,but as to whether or not it's totally real- 
istic, well, we d need the comments of a real 
football manager for that. The main thing is, it's 
enjoyable to play. 

Andy: You have to remember that if you were a 
real football manager you'd only get one chance; 
you wouldn’t be able to save the game and start 
again if you messed up, 

Why did you choose to publish Championship 
Manager Italia yourselves and not stick with 
Domark? 

Oliver: We had no choice, really, When we first 
had the idea of doing an Italian version, we asked 
Domark whether they d be interested in publish- 
ing it and they told us that they didn't think there 




was a market for a management game based 
around Italian soccer. What they have done is 
taken the code and marketed the game in Italy, 
but they were reluctant to do the same over here. 
Andy; Because they are heavily into publishing 
computer games, they didn't realise that there 
are loads of people who are interested in Italian 
soccer. We knew the game would do okay over 
here. And it has 

Oliver: However, Domark have now come back to 
us and ordered a few thousand copies to go into 
the shops. 


Sensible Software have been making bold 
claims about the managerial aspect of Sensi- 
ble World of Soccer, Are you worried by this? 
Oliver No, I look forward to playing itf 
Andy; You can have all the stats that you like in 
a game, but it's how well it's implemented- 1 hon- 
estly can't see how the managerial aspect of Sen- 
sible World Of Soccer will be as in-depth as our 
games, 

Oliver: Sensible Software have proved that they 
can do really decent arcade football game. I think 
we’ve proved we can do really decent in-depth 
management games. It's hard to see exactly how 
you can blend the two together. 

Andy; The trouble with doing marrying two gen- 
res is that you run the risk of putting off people 
who don't like one of them. Loads of people love 
Sensible Soccer, but it's hard to see football man- 
agement purists preferring it to one of our 
games. 

Oliver: That said, if anyone can successfully com- 
bine the two genres then it's Sensible Software. 


Finally, why do you think football manage- 
ment games appeal to so many people? 
Oliver: I think everyone wants to do better than 
the manager of the team they support. For exam- 
ple, if you go on the terraces at a top-of-the-table 
dash, you'll still hear people complaining about 
the manager for one reason or another — even 
though both teams are doing well. These man- 
agement simulations give gamers the opportuni- 
ty to see how well they'd get on. 

All that said, the Championship Manager series 
hasn't gone down as well on the PC This may be 
something to do with the fact that the games 
don't run from Windows — although we are cor- 
recting that — or that PC owners are put off by 
the look of the games; after all, with alt the fast- 
moving Gouraud shading a PC is capable of, text 
screens do look a bit dated. 



CO GET IT! 

You've played the demo. You r ve read 
the review. Now buy the game. 
Copies of Championship Manager 
Italia can be obtained by sending your 
name, address and a cheque or postal 
order (made payable to Intelek) for 
£17.00 (including P&P — even more 
of a bargain!) to: Intefek, P.O. Bom 
1738. Bournemouth GH4 8YN. Please 
state which machine you own. 
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Take one or two players 
simultaneously through 
five different worlds. 
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Naughty Ones is a hilarious game, 
with bags of action, and superb 
graphics. Enjoy level upon 
exhilarating level of the finest 
gam ep I ay ever to be seen on your 
Amiga. 

Are you ready for the most 
challenging enemies ever. 

Battle your way past psychopathic 
robots, firing stars and the un-dead 
mummies of ancient Egypt. 

Are you brave enough to 
tackle maniac mechanics 
and blood thirsty Russians. 


GET THEM BEFORE THEY GET YOU!!! 


More hidden bonuses, the most 
powerful weapons and the fastest 
gameplay make Naughty Ones 
one of the most spectacular 
platformers of all time. 

* 

■ft 

* 


Contains 5 completely different worlds of 
action-packed levels. 

More than 80 different game screens using 
high-quality graphics. 

Optional 1 or 2 player mode. 

A large amount of diverse enemies. 

Lots of special and point giving items. 
Contains hidden bonus-screens. 


Contact 

komparl (UK) Limited 

Phone (0727) 868005 
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THE NAWE OF PRECISION 


AVAILABLE FOR AMIGA, 
AMIGA AGA and CD32 
at only 25.99 







If you want to know about every major footy game 
planned for this year then you’ve come to the right place 
Join David Upchurch on the terraces as he yells... 




a! ‘Ere we DON'T go, mare like* It's not a good time ta be a foot- 
balMoving citizen of the United Kingdom, what with England, 
Scotland, Wales and Northern Ireland all kicked unceremonious- 
ly out of this year s World Cup at the qualifying stages- World Cup fever? 
J r ve a feeling that most of us will just be feeling plain sick. As a parrot. 

Still r that hasn't stopped just about every software company in the 
known universe developing their own footy game, in a rather blatant 
and somewhat sickening attempt to try and cash in on the buzi that 
will no doubt be generated by the world's foremost footballing event. 
But which of these games will be the Germany s of the games world and 
which will be the San Marinos? 

To help you decide we've compiled a massive preview of every major 
football- related release due out this year. And, in case you're planning 
to place any bets, we’ve asked all the developers for their expert opin» 
ions as to who they think will win the real World Cup. As if they’d real- 
ly have any idea. 

We've had the Big Match interview with Intelek and kicked- off with 
Sensible Software, so now it's time to watch the rest of the game.. 


WORLD CUP 
U.S.A. J 94 

U.S. Cold 

O nce again it's Birmingham* 
based US Gold who've obtained 
the rights to produce the game of 
the, er r game. Yup, accept no cheap 
imitations because World Cup USA 
‘94 is the totally official World Cup 
tie-in. Unsurprisingly the game is 
completely based around the tur- 
nament (so don't expect to see any 
League tables), with the player able 
to take control of any one of the 24 
qualifying teams and hopefully lead 
them to World Cup victory. 

“With World cup U$A *94 we 
wanted to achieve three main cri- 
teria,” explains Tony Bickley, the 
game's producer. “We wanted it to 
play the best game of football in 
the worid, we wanted it to be the 
most user-friendly game in the 
world and we wanted it to have the 
most customisable features in the 
world." 

To achieve these aims, Tony and 
the coders Tiertex have written a 
huge number of editors that will 
allow you to alter almost any of the 
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'glue' factor to maximum. But if you 
like the ball to bounce away from 
your foot you can reduce the glue 
factor," 

There are a whole hast of other 
variables that you can alter, allow- 
ing you to turn the game from sim- 
plistic kiek-about into a fast-paced, 
complex simulation with a few joy- 
stick clicks. You want it your way at 
USG, you got it- 

World Cup USA *94 is set to be the 
most comprehensive footy game 
ever too, boasting just about every 
gameplay feature you've ever seen 
or heard of. “We checked out every 
game released in the last year and 
a half," says Tony, "and basically 
anything that enhanced those games 
and fitted in with our game style has 
been implemented. The rule is that 
anything anybody else's game has 
got, we’ve got." 

The game's designers have gone 
for a fairly traditional, some might 
say old-fashioned, graphic style- "We 
went for the top-down view 
because that gives you the pin-point 
accuracy of play," says Tony. "The 
trouble with that, though, is that 
you don't get to see any player ani- 






mation or strips or stuff like that. 
So what we've done IS go for a top- 
down view but with a slight angle 
on it, so you get the best of both 
worlds." 

To add a touch of levity to the 
proceedings the game will incorpo- 
rate Striker the dog, the '94 World 
Cup’s official mascot, who'll pop up 
in animated intros and outros. 


game's features. Of course there are 
editors that let you do the usual 
things like alter your team's line-up 
and tactics — you couldn't have a 
decent footy game without 'em — 
but also there are editors that let 
you customise the way the game 
actually plays. 

"Say you want to play with the 
ball sticking to your foot," explains 
Tony. "In that case you can set the 









Due for a Christmas 
release from tntelek is yet I 
another as- yet -untit led footy 
f management game. This, the boys 
promise, will be a true sequel to 
Championship Manager, boasting 
much improved presentation and a 
host of sexy new features. Real work 
has yet to be started on it, but 
chances are it may be an At 200- 
only game due to the sheer 
L volume of data that the team J 
^ hope to incorporate. More 
K news soon,.. 


which will vary depending on 
whether the player wins or Joses the 
cup. 

World Cup USA '94 should he 
released in June, just in time for the 
start of the real World Cup. And if 
the finished result walks the walk 
as well as its creators talk the talk, 
it should be just about everything 
you’ve ever dreamed of in a football 
game and there's no reason why it 
shouldn't sell by the bucketload. 

"Sensible Soccer is probably our 
strongest opposition," reckons 
Tony. "To my mind it’s the best soc- 
cer game on the Amiga, and I want 
to beat it!™ 

• WORLD CUP 
PREDICTION: 

"The Americans will win 
J cause they'll cheat — 
they've already cheated 
in the drawl" 

KICK OFF 3 

Anco/lmagineer 

I n the dark days B.S, (Before Sen* 
sisoccer), there was onJy one footy 
game that really (nattered — Kick 
Off 2, Here at IMAP Towers the 
game became such an obsession 
that people missed lunch and even 
deadlines to play it. And now it's 
back, back, BACK! 

Steve Screech, one of Kick Off l’i 
original programmers, is overseeing 
development for Anco/lmagineer, 
with Enigma Variation handling the 
actual coding chores. At the 


moment the SNES game is the near 
est to completion (in fact, the 
screenshots you see here are 
from that version) but the 
Amiga one isn’t far behind 
and should look and play 
identically. Which is a good 
thing — we’ve had a go on 
the SNES version and it’s a 
corker. 

The most obvious differ- 
ence between Kick Off 3 and 
its predecessors — and perhaps 
the most disturbing as far as 
Kick Off purists will be concerned 
— is the game's change from an 
'overhead blimp 1 view to a side-on 
view. Why, the nation's fanatical 
Kick Off heads cry, why? 

"So many people criticised the 
overhead view," explains Carry 
Williams, Imagineer’s ebullient mar* 
keting manager, "They said it made 
the game look more like Ping-Pong 
than football, so with Kick Off 3 we 
decided to do something different. 
And to be honest, after Kick Off 2 
and Sensi, there wasn't really any- 
thing new that anybody Could think 
of to do with that perspective.™ 

The main advantage of this view 
is that it allows much improved ani- 
mation on the players, with the 
players running, kicking, heading 
and saving just like their real-life 
counterparts. 

"The Amiga version will be the 
best of them all, " states Garry "Pro- 
gramming- wise, you just can't get 
the speed out of a SNES that you 
can out of an Amiga, In terms of 
graphics then you’re going to get a 
prettier game on the SNES or 
Megadrive, but in terms of speed 
then the Amiga’s much better,™ 

The importance of speed isn’t so 
much for driving the graphics — 
after all, the SNES can lob sprites 
around with the best of 'em — but 
for making sure the computer-con- 
trolled players behave in something 
approaching a realistic manner. 

Of course, this is important in any 
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decent footy game but it's especial- 
ly so in KOI since all the teams fea- 
ture what Garry calls "play makers™ 

— Hugely-taienfed players who will 
always try to do the best thing pos- 
sible, such as pass to someone in the 
penalty area or go for goal whenev- 
er a good opportunity arises. In 
other words, they're the Gazxas of 
the computer footy world. Except 
they don’t wear comedy plastic 
breasts. 

Depending on which position 
these 'playmakers' play, the whole 
way a team performs changes. And 
thanks to this system it’s been pos- 
sible for Steve and the boys at Enig- 
ma to model the playing styles of all 
the competing teams to a surpris- 
ingly realistic degree, which in Eng- 
land’s case means they'll always 
lose. (That was a 'gag', by the way.) 

Another neat idea is the use of 
'set plays 1 or pre-arranged strate- 
gies. It works a bit like the system 
used in EA’s John A/lad den’s Foot- 
ball; whenever a corner, a free kick 
or something similar comes up each 
team gets a chance to pick a set pJay 

— the idea being that each player 
tries to out-guess the strategy that 
their opponent will use. It may 
sound a bit long-winded but it 
works brilliantly in practice. 

There’s loads of other neat stuff 
in Kick Off 3 but there really isn't 
the space to do ft all justice here. 
Actually that’s probably a good 
thing, as Garry is uncharacteristical- 
ly tight-lipped about revealing too 
much of what they're up to. "In 
Kick Off we invented aftertouch and 
just about every rooty game that 
came after used it too,™ explains 
Garry- "Basically, we don't want 
anybody nicking our ideas." 

Going on what we've seen so far 
and given Artec’s footy track record. 


Kick Off 3 looks like it could easily 
reclaim the Amiga Football Cup from 
Sensisoccer. We'll find out for sura, 
however, when the game's released 
on May 18th, But if you can't wait 
that long, why not tune in next 
month for an in-depth Work In 
Progress? 


WORLD CUP 
PREDICTION] 


"Germany, definitely. 
Brazil's team is too young 
and hasn't got it together 
yet and Argentina's is too 
old, so the only ones in 
form are Germany." 


SIERRA WORLD 
CUP 50CCER J 94 

Sierra 

W hat is going on? One minute 
Sierra announce to the world 
that they're abandoning the Amiga, 
the next we hear that they're devel- 
oping King's Quest VI for u sE And 
now, in a shock announcement, it's 
revealed that they've got a footy 
game in development That's right 
— Sierra, the graphic adventure spe- 
cialists, are doing a sports simula- 
tion! Has the world gone mad? 

However, having seen the game it 
looks like there must be method in 
their madness, because it's shaping 
up to be a cracker. The most impres- 
sive aspect of it is the graphical style. 
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PEEP! PEEP! HALF TIME! 

...And as the teams retire to the changing rooms to suck oranges and get a pep talk from 
the manager, what more appropriate time is there to take a look at two upcoming footy 


management games? 

KEVIN KEEGAN'S PLAYER 
MANAGER 

Anco/lmagineer 

Believe it or not, 
it's nearly five 
years since the 
original Player 
Manager caused 
endless late 
nights across the 
country as foot- 
ball fanatics 
Struggled around 
the dock to get 
their favourite 
teams to the top 
of the First 
Division, And 
now, at long last, 
comes the 
game's ultimate 
incarnation — 

Kevin Keegan's 
Player Manager. 

The game's all-hut finished and should be 
ready for a full review next month, so we don't 
want to give away too much information about 
the game now. However, expect ail the usual 
footy management game features — training, 
buying/selling players, ground receipts, etc — plus 
loads of others that have never been seen before. 

Probably the best of these (from a general, 
non -football crazy gamesplayer's point of view, 
anyway) is that there's an option to actually play 
each match, thanks to the inclusion of the Kick 
Off 2 game engine in the code, SO you're going to 
get a pretty good arcade game into the bargain. 

However, if that makes hard-liners think KKPM 
is going to be some sort of beginner's footy man* 
agement game then they can think again. Anco is 
promising that this will be THE management 
game to end them all, mainly due to the input of 
Kevin Keegan. As well as being a sales- friendly 
familiar face for the packaging, Kev's provided 
suggestions for new features and overseen 
almost every stage of the game's development. 
And if it's good enough for Sir Keegan of Football, 
it's good enough for us. 



ON THE BALL 

ASCOII 

Strategy buffs may remember Ascorr as the 
German geezers behind The Patrician, Well, now 
they've turned their attention away from trading 
in the Renaissance era to the more populist task 
of putting bails into the backs of nets. And given 
Aston's obsession with authenticity and attention 
to detail, the chances are this will be the most 
comprehensive footy management game ever. 

And that impression seems to be confirmed by 
On The Ball's press release, which boasts that 
Ascon's game will "set new standards in realism". 
And who's going to argue? Certainly not us — 
especially as we've seen the game's 
specifications. 

In On The Ball your aim is to get your First 
Division team through to the F.A. Cup finals. 
However, success is not just a case of training up 
your team to peak fitness and winning matches as 
there's also a myriad of financial considerations 
to take on-board as well, such as maintaining or 
improving your 
Stadium and set- 
ting gate prices 
— although don't 
push them too 
high or you'll 
upset the fans. 

Although you 
can't actually 
take an active 
part in the match- 
es a la Player 
Manager, you get 
to watch the 
whole 90 minutes 
of action and can 
make tactics 
changes and sub- 
stitutions as you 
see fit. The matches promise to be a bit special, 
actually, as they highlights are presented in a TV- 
style manner, with the animations digitised from 
real footage rather than created on computer. 
Already a storm in Germany, there's no reason — 
especially given Ascon's reputation — why On The 
Ball shouldn't repeat its success here. Expect a 
review around April time. 






In between extended 
bouts of coding on Guardian 
(see WIP on page 36}, Mark 
Sibly is tinkering with an indoor 
footy game written using Blitz 
Basic 2- No firm release date is 
set yet, but our guess is you 
can expect to see it around 
May time with a 
budget price tag... 


O f all the games previewed here. 
World Cup Striker is the fur- 
thest away from completion. In fact, 
development work has hardly been 
started on it yet because the Liver- 
pool-based company has been 
spending most of its time so far fin- 
ishing off the SHIS version, shots of 
which you can see here* 

World Cup Striker is, of course, 
the long-awaited sequel to Striker, 
one of the most popular Amiga 
footy games of all time. And VUC5 
looks set to repeat that success 
when, all things going well, it's 
released this Christmas* 

Like the original, WC5 uses a 
slightly 3D-ish angle to depict the 
footy action. This time around, how- 
ever, there's also an Option to 
switch between a side view and a 
top viaw. The nice thing about this 
is that you can do rt at any time dur- 
ing the match, allowing you to view 
all those classic replays from a vari- 
ety of angles* 

Unfortunately, though, there is a 
price to pay for all this player 
power. "At the moment it’s looking 
like the game will only appear on 
A 1 200 and Amiga CD32,” claims 
Paul Finnegan, Rage's boss, 
“because we're going for things like 
a fully-textured pitch, which we've 
got in the SNE5 version. It's very dif- 






The game uses a slightly 3D-ish angle 
to view the play and there's some 
spectacular animation on the play- 
ers, which is all the more incredible 
given the size of the sprites — in all, 
Sierra reckon that there are over 
4000 animation frames. 

There are tons of incidental ani- 
mations throughout the game too. 
The referee, for example, will actual- 
ly blow his whistle and give out yel- 
low and red cards as necessary. 
Should a player be injured, a physio 
will run on and tend to the fallen 
hero, raising his hand to call for 
stretcher team should one be need- 
ed. And players standing in the wall 
will protect their 'family jewels'. It's 
ail pretty amazing to look at, to be 
honest, and helps generate a phe- 
nomenal atmosphere. 

There's also an excellent replay 
feature, which allows you to rewind 
and fast-forward through the last 


few seconds of the game at almost 
any speed you want, allowing you to 
capture those goal-scoring moments 
perfectly. 

But it r s not all graphics, because 
the game plays as good as it looks. 
In fact. Sierra World Cup Soccer J 94 
could well turn out to be the dark 
horse of the season. Look out for it 
in a couple of months' time, 

WORLD CUP 
• PREDICTION: 

"There's an outside 
chance Colombia could 
win it r " reckons Steven 
Dunn r the game's 
programmer. "They did 
seriously well qualifying 
— they beat Argentina 
five-nil," 


WORLD CUP 

STRIKER 

Rage Software 


ficult to do on an A600 — it just 
hasn't got the power or the memo- 
ry*" 

But the A 500/6 00 owner's loss is 
the A12O0/CD32 owner's gain, 
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because WCS promises to be a graph- 
ical tour do force, "We've tried to 
make the game look as realistic as 
possible," says Pawl. "You've got to. 
There are tons of footy games out 
there and yours has got to be a bit 
special to stand out from the rest. 

"So we've done things like digi- 
tise the penalty sequences, with all 
the animation being taken from real 
footage, Likewise the animation on 
the players during the match has 
been rotos coped. We hired a Studio 
for a few days and filmed this guy 
against a blue screen, making him go 
through all the possible moves. w 

What this means is that your play* 
ers go through all sorts of contor- 
tions during the game, kicking, 
heading, back-kicking and every* 
thing. However, Paul promises that 
WCS will still play like a dream, even 
with all these bells and whistles, 
"The playability's the main thing — 
it's got to play well, even if that 
means sacrificing a little bit of real* 
ism," he says. 

One of the main complaints about 


E 



the original Striker was the player 
intelligence, as it was a little too 
easy to become top of the league. 
That's all changed in WCS, though. 
"We've spent a lot of time on the 
computer intelligence," says Paul. 
"A lot of people commented on the 
fact that Striker's goalies were easy 
to beat — once you mastered the 
technique you could score every 
time. They're a lot tougher now.” 
Even though they'll probably be 
the year's last footy game, Paul is 
confident that WC5 will be the best 
of the bunch. "We've been building 
on the Striker engine now for over 
two years and it's been fine-tuned 
over and over again/' he concludes, 
"and now I think we're getting It 
pretty close to being the best foot- 
ball game possible," 


WORLD CUP 
PREDICTION: 


" I think the Italians will 
win it, because of their 
stylish play." 



Not content with MU;PtC, 

Krisalis is considering; developing yet 
another footy game set for release 
in time for the start of the World Cup. 
Provisionally entitled World Cup Soccer 
(imaginative these soft cos, aren't they?}, 
it's likely to be based around 
the MlhPLC game engine 
hut with the action 
viewed from the 

i£ometriC-3D angle 

made so popular 
by EA's FIFA 
Keep 'em j 

peeled... / 


Set for kicfc-off in May 
is World Cup Soccer Star, a mam 

agement/artade football game. 

The game is based on Soccer 
Star, a play-by-mail jobby that's 
been on the go for ten years and 
is enjoyed weekly by more than 
1 0,000 people — now that's 
what I call play-testing. This will 
be followed by a sequel. 
League Soccer Star, around 

Christmas time... A 



BRUTAL 

SPORTS 

SOCCER 

Millennium 



O kay r so lovers of serious football 
game will no doubt be wonder- 
ing what on earth this is doing here, 
but it's got the word 'soccer' in its 
title and that's good enough for me, 
(You'd probably feel the same if you 
had to fill a five-page preview like 
this, believe me,) 

Brutal Sports Soccer is, of course, 
the sequel to the hjghly-violent and 
highly-successful fantasy sports sfm 
Brutal Sports Football. But hang on... 
Football? Soccer? Aren't they the one 
and the same? Well, yes, but the first 
game was based loosely on Ameri- 
can football, so there was lots of car- 


rying and passing the ball, while this 
one is based loosely on British foot- 
ball, so it's all about nifty footwork, 
no hands allowed — unless you use 
them to poke an opponent's eye out, 
in which case it's okay, 

"It follows the same theories 
behind Brutal Football/' explains 
Keith Smith, Millennium's PR bod, "in 
that it's not just about getting con- 
trol of the ball, it's also about beat- 
ing up your opponents — it's basi- 
cally no-rules football." 

Given the rigorously accurate 
authenticity of just about every soc- 
cer game in development, B5S will be 
refreshingly free of nit-picking rules 
and regulations, "There will be no 
backpass rules or offsides,'' says 
Keith. ''We did consult with FIFA but 
in the end we thought no. There will, 
however, be loads of punching, 
gouging and general fisticuffs. So 
the spirit of the modern game is 
there. We've based a lot of it on the 
Italian league." 

As you can hopefully see (and we 
apologise for the crap nature of 
these screenshots — normal service 
will be resumed as soon as possible), 
BSS uses a detailed isometric-3D 
angle to display the action. This 
means that developers Teque can go 
to town on the player animation, so 
expect to see the violence depicted 
with an even greater degree of 
graphic excess. 

"The sprites are huge, much big- 
ger than the ones in Brutal Football. 
The game's also much faster than 
Football — it runs at about the same 
speed as Goal!" claims Keith. 

As well as the new graphic style 
there's also a new range of power- 
ups to enjoy, including — it says here 
— exploding balls, which sounds 





allowing you to control any club 
from the Premier League, Endsleigh 
League or CM Conference and guide 
them to F.A. and League Cup viCtO- 
IT' 

Ironically, just when Anco opted 
to change Kick Offs viewpoint from 
top-down to side-on, Krisalis has 
decided to do exactly the reverse — 
whereas the previous Man. Utd 
games were side- vie wed, Premier 
League Champions is played from a 
more Sen si -like vantage point. 
"Basically we decided that there 
was no way we could improve on 
the sideways view,” explains Tony 
Kavanagh r Krisalis boss, "which is 
why we made the change." Don't 
be fooiedp though; while MU:PL£ 
may look a lot like Sen si r it plays 
very differently. 

"Sensible Soccer appeals to 
everybody — - even those people 
who don't like soccer — because it 
plays a very good arcade game," 
says Tony. "What we're tried to do 
in Mlf:PLC is still appeal to the 
broad range of people but aim it 
more towards the guy who's a real 
football enthusiast." 

Enthusiasts, in fact r like the 
game's in-house developers. They're 
ali keen football fans r something 
which shows in the exhaustive 


FANTASY FOOTBALL 
LEAGUE? 

FIFA INTERNATIONAL SOCCER 
Electronic Arts 

FIFA International Soccer is considered by many games critics to he THE 
soccer sim of all time, knocking even the estimable Sensible Soccer into 
second place. And it seems that the paying punters think the same - 
released on Mega Drive at the end of last year it soared straight to the 
top of the charts and stayed there, rapidly becoming the best-selling 
game over Christmas. 

Although not quite as fast or arcade-y as Sensi, FIFA makes up for 
this by stunning using of an isometric-3D perspective to depict the 
action, allowing for some detailed, fluid and totally life like animation 
on the players, complemented by some superbly atmospheric sound 
effects. 

Now, EA haven't actually confirmed that FIFA will be making an 
Amiga outing, but the company is known to have a major Amiga conver- 
sion of a top Mega Drive game in development and due for Summer 
release. EA, from all of us here at The One and on behalf of all our read- 
ers, please, please, please let it be FIFA. Or Jungle Strike. 
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range of features the game offers — 
almost every rule and regulation is 
accounted for — and the plethora of 
between- match stats screens, which 
allow the player to perform an rn- 
depth analysis of just about any 
aspect of their team's performance. 

During the match you have a 
huge degree of control over how 
your player's perform thanks to 
what Krisalis are calling the Tacti- 
Grid™* This allows you to change the 
tactics and playing style of every 
team member individually. And 
according to those who've played 
the game, it works brilliantly. 

MU:PLC has been in development 
for about a year now — four months 
more than Tony had hoped, "Get- 
ting the realism right has been the 
thing that's taken so long and caus- 
ing the programmers to tear their 
hair out,," he explains, "ft shows in 
things like the goalkeepers; rather 
than being stuck on the line they'll 
actually come out into the area to 
save the ball- The other thing is that 
players actually play better if their 
stats are better — the stats really 
mean something.” 

Phew! Thank goodness for that — 
given that MUiPLC features over 
1,000 players, each with their Own 
huge set of stats, it would be a 
shame if all those little numbers 
were going to waste, wouldn't it? 


We'll be giving MU:FLC the full 
once-over next month, so be there 
or be cuboid. 

WORLD CUP 
PREDICTION: 

"My head says Germany 
will win but in my heart I 
don't want them to! V 
think if England had 
qualified they'd have had 
a good chancer to be 
honest.” 


PEEPS PEEP! 


-TIME! 

...The last seconds of 
game tick away. There 
you have it — the 
complete guide to all the 
footy games coming out 
on the Amiga this year. 
The crowd are on the 
pitch — they think it's all 
over, (t is nowl 


very painful but should help keep the 
body count high 

'We've got high hopes for Brutal 
Soccer/' says Keith, summing up. "I 
think it'll be a nice break for every- 
body, what with all these other seri- 
ous football games coming out. It's 
something a bit anarchic, you know? 
With the World Cup on the telly and 
Brutal Soccer on your Amiga you're 
going to have a football-tastic time." 

WORLD CUP 
PREDICTION: 

"Ha-ha-ha! I would 
dearly love the Republic 
Of Ireland to win. 

[Keith's wife, let me 
explain, is Irish.] But I'd 
certainly have a side-bet 
on Germany — you can 
never count them out. 
Love 'em or hate 'em, 
you can't ignore 'em, as 
they say. [Only if they're 
desperate, Keith.]" 

MANCHESTER 

UNITED: 

PREMIER 

LEAGUE 

CHAMPIONS 

Krisalis 

L ike Anco, Krisalis isn't exactly 
new to the computer footy 
game business. Premier League 
Champions, which is dlue to hit the 
shelves next month, will be the 
company's third Manchester United 
game, and it's also enjoyed consid- 
erable success with its John Barnes 
and Graham Taylor licences. 

While most of the other games 
previewed in this feature centre 
around the World Cup, MU; PLC 
sticks firmly with the home leagues. 
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Winter Olympics is the most heart- pounding, 
knee-trembling sports sim. you've ever had the 
courage to face. 

You're up against the world's greatest winter sportsmen 
in a race of mammoth speeds. Competing in ten spectacular 
snowcapped events, you'll need every last ounce of strength, 
skilF and staying power to beat the rest and tame the piste. 


This Winter's hottest game. 


e LOOC 1991 « 1993 U-S. Gold All rights reserved- U S O^ld Ltd , Uniit 1/3 ; 

Holford Way. Halford. Birmingham, B6 7AX, England, Til; $2 1 B2S 3366. 

U S. Goid is a registered trademark of U-S- Gold Ltd. 


Screen <htrtt am only intended to ht> • 1 1 . j % r ■■ . 1 1 1 v *'■ rtf the cjamp|Hav And 
j rtoi the screen graphics which may vary between formats in quality 
and appearance and are Subject to the computer's spec if i cat ions. 









M att was not Nappy. "I'm getting 
pretty sick of spending my time 
thinking up 'weird' and 'amusing 
intros/' he shouted, "only to have them 
edited and cut down into pathetic diluted 
versions that lack the content of the orig- 
inal. IT JUST WONT DO!" The meeting 
room went silent. "Oh, I see." said David 
visibly stunned, "Well, what do you intend 
to do from now on?" Simon looked across 
at David, concerned for his large chum's 
welfare. "It's quite simple," replied Matt 
gradually calming down, J T r U just be 
churning out the normal crap and calling 
it — 1AIIP intro." And, of course, he did 
And, of course, er, it was. 


David Upchurch gets all dizzy as he spins head first into Add Software's 
Starwing beater. Super FX? You don't know the meaning of the phrase 
— yet! 


^ . . .* . Bi ?( ® 


Grandsldm slam their Mario Kart-inspired 3D racer into first gear and speed 
off down the road, as The One's very own Simon Byron asks for a lift down 
to the newsagents for a packet of fags. 


- . . 










ARMOURGEDDON 2 


Matt Broughton and Psygnosis stick flags in a world map, deciding how 
best to kill lots of people without having to lift a finger. I think the phrase 
you're looking for is large-scale mindless violence/ Excellent!. 


iBIiiiii ■'.■■■■.....■a... ...... .a a . . . a a .-a a a a . a a 4 „ 

He's PIMK, and he's IE. Yes, it can only be Millennium's latest entry into the 
Montreal Rose 'As cute as I don't know what* Awards. Matt Broughton 
journeys to Cambridge and has an enormous beef tasagna when he should 
be reporting live. Git 


” 


HUGO THE TROLL 


You've watched 'What's Up Doc?’ You've marvelled at the graphic delights 
of that computer game thingy. Now experience the real thrill — Simon 
Byron's incredibly well-written WIP on Supervision's stunning-scroliing- 
running -jumping game. Yes — exciting, isn't it? 


TURBO TRAX 


Matt Broughton is the sort of bloke who likes a good top-down, arcade- 
quality, racing game in the Overdrive mould, so who better to look at 
Daze's top-down, arcade quality, er, racing game in the, er... (Snip. Oh 
Dear. - David.) 


UFO: ENEMY UNKNOW, 
BUBBLE ‘N* SQUEAK 
RUGBY LEAGUE COACH 
RABBIT GAME 


Four more young bands from London line tip and prepare to shake their 
funky stuff, as our very own Alan 'Fluff' Freeman — Matt 'Chuff' Broughton 
— lets you know all about the Hits and Misses of the month. (Psst. I'm 
talking about Mini WIPs.) 


*8 N&ssawa 
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ave you got any mates who 
own a Super NE5? Yeah? 

And are you skk to death 
with them banging on about how 
ber-bloody-rllliant Starwing is? 
Yeah? And do you wish that you 
had an equally impressive game on 
the Amiga that you could slap in 
their faces to make them SHUT THE 
FLIP UP? Well, as Robin Williams 
said in Mrs Ooubtfire (or was it 
Aladdin?), your wish is granted. 

Coming this Easter from Acid 
Software, the people who brought 
you Blitz Bask 2 and Skidmarks, is 
Guardian, an action-packed 3D 
shoof-'em-up for the Amiga that 
makes Starwing look like Psion's 
Flight Simulator on the ZX81, The 
game is being written by Mark 
Sibly, the author of Blitz; Basic 2, 
and although he's only been work- 
ing on it for four months, it's 
already looking so incredibie r when 
he showed it to me I had to pinch 
myself to prove I wasn't dreaming. 

So how did the idea for Guardian 
come about? "I just wanted to do a 
3D game that was actually fun to 
play, like the old C64 game 
Encounter," says Mark. "Most 3D 
games are either serious flight sims 
or driving games, and I wanted to 
combine that look with more 
action-based gameplay." 

It's true to say that there aren't 
that many out-and-out action 3D 
games. Why does Mark think this 
is? "I don't really know," he admits. 
"I guess it's because most people 
who are into 3D tend to be fairly 
serious people who are more inter- 
ested in the simulation side of 
things. But because of Starwing I 
think we're probably due for a 
phase of action 3D games, like that 
Zeewolf, for example [from Binary 
Asylum which was extensively pre- 
viewed last month)." 

Mark makes no apologies for the 
rather obvious influence that Star- 
wing has had on Guardian's 
look and feel. He's a big fan of 
the Nintendo game — indeed. 


Acid Software set out to prove that you don't need over-hyped 
custom graphics chips and a hefty price tag to make a top 3D 
action game. David Upchurch prepares to do the Starwing thing. 


This shot is taken from one of the earlier versions of Guardian, where the 
gameplay was fairly linear — here, for example, you're required to negate 
ate an obstacle course. The final gam# is likely to be more free-flowing. 


I | It's not really 
that hard to do 3D on the 
Amiga — once you know 
how it's done. ■ | 

■YIemK. aMIJn jfw 

Guartfian's creator. 

when the project was in its first 
stages of development it had the 
working title of Sibwingl It's Star- 
wing's simple yet well-designed 
gameplay that Mark admires most, 
rather than the 3D which, by Amiga 
standards, is good but not that 
good. Mark's 3D engine, for 
instance, is much faster than Star- 
wing's, updating at a silky-smooth 
17 frames per second. 

To be honest Guardian bears lit- 
tle real resemblance to Nintendo's 
game other than that they both 
employ polygons to depict the 


action. There won't, for example, be 
any nauseatingly cute woodland 
creatures talking gibberish to each 
other. Also, whereas Starwing 
forced you down a 3D 'channel', in 
Guardian you're allowed to roam 
the game world quite freely. And 
Guardian won't cost you £60 for the 
privilege of playing it, either. 

In fact, in gameplay terms if 
Guardian is inspired by any game 
it's by the classic coin-op Defender. 
However, instead of trying to stop 
the aliens kidnapping humanoids, 
you've got to protect the city's vital 
buildings and installation from 
destruction, Should too much of the 
city be destroyed then you've failed, 
and not only wilt your homewarld 
be invaded the aliens will eat you. 
Probably, 

Like Defender, each enemy ship 
has its own unique attack pattern 




This shat is taken from the most recent version of the game, complete with 
a detailed information panel showing you your score, shield energy left 
and how many lives and smart bombs you have remaining. 
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depending on its type; for example, 
some will make it their sacred duty 
to home in on the player's ship and 
destroy* it, while others will concen- 
trate more on levelling the city. 
These similarities to Defender are 
no surprise, actually — Mark is a 
huge fan of the coin-op, In fact, he 
wrote the PD game Oblivion, which 
we gave away on a coverdisk some 
months ago, which is probably the 
Amiga's definitive Defender done. 
He also wrote the At 200-only game 
Overkill for Mindscape, another 
excellent Defender-style game. 

Up until now Mark has spent 
most of his time perfecting the 3D 
engine (which we'll come to later) 
and at the moment he's still toying 
with various additional gameplay 
ideas to those above. Although the 
emphasis will very definitely be on 
fast-paced, exciting action, Mark's 
planning some form of task that will 
have to be completed before you 
can move onto the next level. 

At the moment it's likely to be 
destroying alien power generators 


Based in New Zealand, Acid Software are the coding 
whizzes behind the stunning Blitz Basic 2 and the equally 
amazing Skidmarks. Originally formed by just two men, 
Simon Armstrong and Mark Sibly, Acid now has representa- 
tives in Europe and America. Acid's HQ is actually in the 
same building as Vision Software, the team that wrote 
Woody's World, and the two often help each other out with 
coding and graphics problems. How nice. 



Blast an alien ship and it won't just 
explode, it'll shatter — into a dozen 
or more fragments that will cascade 
away from the stricken craft. "All 
the JO objects interact with each 
other," says Mark, "You can actually 
lure the aliens so that they'll crash 
into buildings," 



Why the behind-th e-ship view, 
Mark? "I thought it worked really 
well in Starwing, " he replies, "In 3D 
games it's very hard working out 
where you are, but with this view 
you can see your ship and the shad- 
ow underneath so it all becomes a 
lot easier." 







A close encounter with one of the aliens on a beautiful water world. There's 
some nice humorous touches throughout the game — here, for example,, 
you may encounter a shark's fin gliding across the sea surface. 


dotted about the landscape. Once 
these are eliminated an mothership 
will descend down from space which 
has to be fought in true end-of-level 
fashion. Once that's out of the way 
you'll progress to the next level 
which will be more the same but 
with a different environment to and 
tougher aliens to fight. But this is, 
Mark stresses, liable to change over 
the last few months of development, 

One thing that is pretty definite is 
that Guardian will have no end as 
such; it'll just carry on and on and 
you're aim will be to get as high a 
score as possible — much like in 
Defender, in fact. Mark's currently 
toying with the idea of having a mas- 
sive map-like screen that you can pick 
your way through, so everytime you 
play you can tackle the various lev- 
els in a different order, but again 
that's subject to change. 

Mark is remarkably modest about 
how his excellent 3D engine came 


about. "I got hold of a book which 
had all the basic 3D formulae in it," 
he says, "then a mate of my mine 
showed me how to multiply matri- 
ces together [which, apparently, is 
very important when writing 3D 
code. — Clueless Coder Dave,] and I 
basically taught myself how to build 
a 3D engine from that," 

"It's not really that hard to do 3D 
on the Amiga — once you know how 
it's done. Since the 3D engine drives 
everything, it's just a case of getting 
that right and then adding bits onto 
it." 

That's as may be, but there's still 
no denying that it's an impressive 
achievement, packed with lots of 
subtle but effective graphical tricks. 
For example, although almost every 
Amiga game uses the Copper list to 
graduate the colour of the ground 
and sky, I've never seen one where 
the graduation actually tilts with the 
ship's movement. Mark did try to 
explain to me how he got this effect, 
but it all got very confusing and I 
started to develop a headache so he 
gave up. 

Another nice effect is the moun- 
tains on the horizon, which also tilt 
with the ship's movement. "They're 
drawn using the Al20Q's 64pixel 
hardware sprites," says Mark, "All 
the different rotations are prestored 
in memory, and are plotted accord- 
ing to what angle your ship is at” 

And then there are the pulsating 
power-lines connecting the various 
generators, which fade from a light 
colour in the foreground to a dark 
colour in the back,,, 

"Er, they don't actually it's an 
optical illusion," interrupts Mark. 
"Because of the shading on the 
ground, which goes from light at the 
top to dork ot the bottom, ft just 
looks like the tracks are getting dark- 
er as they go into the distance 
because the surroundings are 
lighter." 

Oh Mark, and I thought 
you'd done something really 
clever... 
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"Mmmm, yeah, perhaps I 
shouldn't have told you that,,." pon- 
ders Mark 

In essence the 3D runs in 16 
colours, mainiy due to the fact that 
Mark's code makes use of the 
A12GQ/CD32's dual-playfiefd mode. 
This allow you to display both a fore- 
ground and a background screen at 
the same time, although with a 
palette restriction of 16 colours on 
each 

All the objects — ships, buildings, 
trees and so forth — are drawn on 
the foreground screen, while the 
background screen is used to gener- 
ate that tilting sky and landscape 
effect. The benefit of this is that, 
since the objects aren't actually 
drawn onto the background they're 
much easier and quicker to plot and 
remove, speeding up the 3D no end. 

Although Mark is developing 





(Above) There's a strong chance that 
this flight through an asteroid field 
won't end up in the final game. At 
the moment it's a small sub-stage 
between the main planet-bound 
shuut- envup action but Mark's not 
sure how well it would tie into the 
overall gameplay. 


(Left) Mark has designed ail the 
game objects himself using a simple 
3D modelling program he wrote 
using Blitz Basic 2. 


Acid Software's next release will be a budget title by the 
name of Centre Court, Written in Blitz Basic 2 f it's a tennis 
game, complete with tournaments, a two-player mode and 
a whole host of other features. It may not look like much 
from the screenshot, but let me tell you that's it's phenom- 
enally playable * — they could hardly pull me off it at Acid 
Software- Expect it around March time. 




Guardian on an A1200, it's likely that 
it'll appear on CD32 first and then on 
the A12D0. "It'd be nice for CD32 
owners to have something on their 
machine first," comments Mark, 
"rather than just another A12G0 
port-over," 

Mark is planning to use the many 
buttons on the CD32 J s joypad for 
making things like accessing reverse 
thrust, smart bombs and such like as 
easy as possible so that the game is 
supremely playable. During the 
game a stirring CD soundtrack will 
accompany the action tea help gen- 
erate a tense, exciting atmosphere. 
Now the controls will work on a Sin- 
gle-button A1 200 joystick has yet to 
be decided, but it's likely the key- 
board will have to come into play 
somewhere along the )ine, but that's 
never been a problem before. 


Because Guardian's code exploits 
so many of the A1200 and CD32's 
special features, it's unlikely that 
Mark will be writing a version for the 
A500/60G. If he did, so much that 
makes the game special would have 
to sacrificed — like the Copper shad- 
ing, the mountains on the horizon 
and, most importantly, the speed — 
that there hardly seems any point In 
doing it. You never know, though, .. 

Although Mark has no specific 
plans for his next game, it's likely 
that it'll be based around an 
enhanced version of his 3D engine. 
'T really enjoy programming in 3D so 
I'M probably keep on with It," he 
muses, "There's a lot of possibilities 
with 3D-,," 

And, as Mark's showing with 
Guardian, those possibilities seem 
endless. 





SNIGGER SNIGGER? 

What's so bloody funny? The game is called SkidMarks, what's wrong with you poms? Not 
only has every Amiga magazine devoted columns of childish schoolboy humour when 
reviewing the game, they seem to have missed the point. The point is that SkidMarks is a 
communications revolution just waiting to happen! 

With a 2400 baud modem, registered SkidMarks racers wiil be able to compete in our national 
championship. Over the next few months we are fine tuning the comms code and polishing 
another 12 competetion tracks to kick the championships off this June. 


And if you haven't already got yourself a copy of the racingest, chasingest, car game of the 
decade then get your pedal to the metal and race down to your software shop now! 



"A milestone in Amiga games. One of the most playable racers ever... If future BlitzBASIC 
games are as good as this one, we are going to see the Amiga and CD-32 become the games 
machine of the decade.., SkidMarks is for Car Racing what Kick Off was to Football,' 1 

CU AMIGA SCREENSTAR (92%) 

"An immensely satisfying experience akin to peeling those stringy white bits off tangerines... 
SkidMarks is without doubt the best racing game I have ever played outside of an arcade" 

AMIGA ACTION ACCOLADE (90%) 

,f A no nonsense, adrenalin-pumping racer, SkidMarks is beautifully simple to play. Like 
SensiSoccer, this is a timeless two-player game which is likely to be dragged out of your 

collection time and time again." 

THE ONE (88%) 

"It bring’s out those primal competitive urges, better than running around in woods naked and 
banging on big drums. It’s packaged playability, it’s canned competetion. It is great!" 

FORMAT GOLD (90%) 



BLITZ NEWS 

New AGA support is now 
available for Blitz2. Alt the 
enhanced display capabilities ot 
the AGA chipset have been 
made available to Blitz2 
programmers including 24 bit 
colour control, 256 colour 
screens, super hires horizontal 
scrolling, 64 pixel wide sprites 
and more. 

New GadTcols support offers the 
applications programmer access 
to 12 new gadget types including 
sliders, scrollers, listviews ■ and 
palette gadgets. New ASL 
support allows the opening of 
Screen, Font and File 
Requesters in single commands. 

Currently under development for 
release En subsequent BUM 
issues [Blitz User Magazines) 
are: 

* Developers-Pack for creating 
Blitz2 user extensions 

* GadTools design utility 

11 CD 32 specific command library 
T Highspeed animation language 
w Rerelease of Blitz2 3D 

* 68020 optimized libraries 

If you’re programming the Amiga 
and haven't taken a serious look 
at the fastest growing language 
in the industry then do so now! 


SOFTWARE 


Acid Software 
PO Box 3172 
Hampstead 
London NW1 9XA 
ph 071 482 4066 










Crandslam's fantastic car game looks like 
ii r il be wheel-y good, reckons Simon Byron 
in his typical crap gag fashion. Yes, it's true. 
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I magine a racing game which has 
the emphasis purely on fun, Now 
picture a driving extravaganza 
with comical characters,, additional 
weapons and breath-taking 3D rou- 
tines, Finally, consider a game with 
varied terrains and driving condi- 
tions, alt wrapped up in some of the 
most intuitive gameplay around. 
Done all that? Good — you've just 
been thinking of Super Mario Kart 
on the SMES, Damn. 

But if I repeated the same instruc- 
tions this May r the title you'd end up 
with would be Bump 'o' Burn, 
Grandslam's attempt to J do' a Mario 
Kart on the Amiga. Ifs being coded 
by Pieter Opdam, the programmer 
behind Borobodur, which older 
readers will remember for the way it 
combined a stunning 
3D driving section 
with distinctly average 
platform antics, 
resulting in atedious, 

If attractive, gaming 
experience. 

"A comment that 
kept popping up in 
magazine reviews of 
Borobodur was 'If 
only they'd stuck with 
the 3D bit,,/, confess- 
es Pieter, "so after 
generating a 3D routine for a project 
railed Fort Kuwait [which has since 
been shelved], I decided! to have a 
go at a full-blown driving game, 
“'The routine for Bump 'n' Burn is a 
lot faster than Borobodur'? and has 
more detail on-screen. I just hope 
reviews of this game don't pro- 
duce tines like “If only they’d 
put a platform bit in it'!" 


U 


The game allows you to pick one 
of seven characters and compete in 
the eponymous Bump 'n' Burn tour- 
nament, These races are lax affairs 
with participants being able to use 
any means available to hinder their 
opponents. What this boils down to 
is the need for out-and-out devi- 
ousness as you collect additional 
weapons and attempt to force other 
vehicles off the road. Your overall 
objective is to defeat the evii Count 
Chaos, who has remained champion 
since the tournament began, 

Bump 'n r Burn originally began 
life as an idea for a potential licence 
as Russell Kerrison, the game's pro- 
ducer, reveals; "We were trying to 
get hold of a licence and had 
already began work on the charac- 
ters, but we 
soon decided 
that the ID 
engine Pieter 
had created was 
so strong the 
game could 
stand up on its 
own. I think the 
game works 
better now 
because we're 
not restricted 
by contracts 
and licences/' 
The development team behind 
this stylish racer make no bones 
about their inspirations. "We're all 
big fans uf Super Mario Kart/' 
admits Steve Sargent, one of the 
Grand slam posse, "so we decided to 
try and do a similar kind of game on 
the Amiga. We wanted loads of 
gags, plenty of stupid weapons and 


We don't think 
this kind of game 
has been done that 
well on the Amiga, 
and we're going to 
put that right. 

11 

Steve Sargent, 




(Above) Hey, guess what everybody? 
Yes, There's a special Ice Level within 
Bump 'n J Burn so you can expect — 
nay, demand — all kinds of inertia- 
induced tomfoolery. Roadside 
objects such as these snowmen 
ensure that the route never looks 
too sparse, as well as providing 
something to crash into. 


(Above) The Bump 'IV Burn tourna- 
ment can he played in two ways; by 
being an honest chap and letting 
your skillful driving do all the talk- 
ing, or by driving over the stars to 
collect new weapons and using 
them to hinder anything in front of 
you, Grandslam are adamant that 
you can decide how to race and 
have refrained from 
forcing players 
into a particu 
lar racing 
style. 


So what makes the game so special? "There has never been a cute driving 
game like Bump J n' Bum," thinks Pieter, "which is what makes it that bit 
different. The amount of roadside objects being displayed gives it a unique 
graphical feel and there are loads of different traps and hazards in every 
single level." 


lots of hilarious animations. We 
don't think this kind of game has 
been done that well on the Amiga, 
and we're going to put that right." 

However, the team may have 
been a bit optimistic when they set 
out to create a perfect Mario Kart 
clone, as Russell reveals, "Because 
the Amiga has no equivalent of the 
SNES' dedicated sprite-scaling chip, 
there's nu way we tan do a proper 
Mario Kart game. 

"The SNES game allowed you to 
virtually roam where you wanted to, 
and would hove no problems with 
working out exactly where you were 


and keeping the screen update con- 
sistently fast. Unfortunately, doing 
this on an Amiga — to the extent 
It's been done on the SIME5 — is vir- 
tually impossible." 

Once the team had realised the 
limitations they were working with, 
they quickly set about re-evaluating 
the features they could include in 
Bump J n p Burn. 

wiwi Uunt? is taken uvliai 
we consider to be the best elements 
of Mario Kart — the characters, the 
weapons system, that kind of thing 
— and adapted them into some- 
thing that can be implemented on 
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PROJECT: Bump 'n' Burn 
PUBLISHER: Grandsiam 
DEVELOPER: Pieter Opdam 
(programming & graphics); Renier 
Van Vliet (musk); Russell Kerris on 
(producer £ game design); Paul 
Chamberlain (production 
controller)* 

INITIATED: March 1991 
RELEASE: May 1994 


{Right} When two players enter the 
Bump 'n J Burn tournament, the 
screen divides into two equal areas 
portraying both player's actions 
simultaneously. You can opt to form 
an all-conquering alliance and wipe 
the floor with the opposition, or 
fight each other just for the hell of 
it. The choice, as they say, is yours. 




"We've kept the same wacky style we originally intended. We spent a long 
time looking at cartoons to work out what makes a character 'work' and I 
think the amount of research we did has paid off," smites Russell. "The 
original graphics, about three or four levels, were created by Pieter, but 
everybody at Grandsiam has given ideas and suggestions." 


the Amiga," says Russell. "So we've 
got loads of different races, hidden 
tracks and plenty of bonus features." 

An important aspect of any driv- 
ing game is the speed of the screen 
update. After all, it's no use making 
a racer look as realistic as possible if 
the road scrolls by at one frame per 
minute, is there? Oh no. 

So you'll be pleased to know that 
even with the amount of detail 
Bump 'n' Burn displays. It still shifts 
at a blistering pace — so much so 
that Grandsiam have deliberately 
slowed the game down, 

"The speed of Bump ’n' Burn is 



"I'm pretty pleased with the way the 
Futuristic level plays," offers Pieter. 
"There's a complete tack of gravity 
so your car bounces alt over the 
place, making this race totally differ- 
ent to all the others. It took a bit of 
time getting all the parallax working 
properly, but it was worth it," 


something that all the guys here have 
mentioned and we're definately 
going to slow it down a bit," states 
Russell!. "Not to Buggy Boy's speed, 
but something more much playable. 
However, I want to Include the full- 
speed version so that if you manage 
to complete the game you'll get to 
race over all the tracks again but a lot 
faster, A lot of American games do 
this, but not too many English ones," 
Pieter is optimistic about his obvi- 
ous talent and finds it hard to explain 
exactly bow he managed to create 
such a speedy 3D routine. "I don't 
know how \ did it," he shrugs. "It's 
currently updating at 25 frames per 
second, which is about the same 
speed as the first couple of Lotus 
games, but Bump 'n' Burn has more 
background objects. When the game 


is being played by two players, there 
is a slight slow-down but I'm hoping 
to optimise the code to negate this." 

Ah yes, the two-player mode. Like 
all decent arcade racers. Bump 'n' 
Burn will allow your mates to join In 
for some split-screen action. When 
there is only one player participat- 
ing, you can select either a full- 
screen display or one which shows 
the map of the course so you can be 
forewarned of any hazardous cor- 
ners or tricky sections containing 
damaging obstacles. 

Although the game is graphically 
comparable to one of the Lotus 
games, it actually plays a lot differ- 
ently. In fact, elements from Power- 
drift, Outrun, Buggy Boy and, of 
course, Mario Kart are all apparent, 
forcing the player to constantly 
adjust his tactics in order to stay one 
step ahead of the chasing pack. 

"With something tike Lotus, 
you're basically overtaking and rac- 
ing against the dock/ 1 reckons Rus- 
sell r "but Bump and Bum's more 
about bashing the other vehicles 
around and collecting additional 
weapons. Some of the levels will be 
a bit like Outrun in so much as you'll 
need to reach checkpoints within a 
certain time in order to continue 
play; others will be simply complet- 
ing the required number of laps 
within the fastest time. It's a real 
mix of gaming styles." 

All the features the game con- 
tains are a result of lengthy brain- 
storming sessions by everyone 
involved with Bump 'n' Burn, as 
Pieter details; "I sat down at the 
start of last year with all guys from 
Grandsiam and thrashed out a sto- 
ryline for Bump 'n' Burn, As we chat- 
ted, people kept chipping in with 
ideas for new features which we dis- 
cussed and evaluated. Any good 
ones which were technically possi- 
ble have made it into the game," 

At the moment, the game is in a 
state of flux as new features are 
added and the gameplay tweaked. 
Certain things like the position of 
the information on-screen and the 
way weapons are collected are 
being constantly altered, so don't be 
surprised if the game looks slightly 
different when we review the final 
version. However, one thing's tor 
sure: if the finished game plays half 
as well d> the preview version we 
saw, Grandsiam are onto a 

sure-fire winner, watch out 

for a full review soon. 
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Matt Broughton thinks up a really amusing Intro to the WIP about Psy gnosis's sequel to 
the popular oldy Armour-geddon. But you r ll nev^r get to enjoy it r because he couldn't 
be bothered to type it in. 


cd 


U 


KTi 

yj 

cd 

O 

i— 

u 




S equels are dangerous things. If 
the original was brilliant peo- 
ple are just dying to attack the 
follow-up, and if the original was 
crap people won't even consider 
looking at the follow-up. What's a 
guy to do? Well, probably the best 
thing is to just not worry about the 
consequences and produce the best 
game you can — which is exactly 
what Psygnosis is attempting with 
Armourgeddon 2. 

The original Armourgeddon is a 
few years old now but is still remem- 
bered fondly by lovers of 
strategy/action games, It was one of 
the first games where you could plan 
major military offensives, and then 
hop at will into any of the battling 
vehicles and take an active part your- 
self. It was also an interesting game 
technically, rendering the battle 
zones with impressively speedy vec- 
tor graphics, 

Paul Hunter was part of the two* 
man team that produced the origi- 
nal, and was thus an obvious candi- 
date to work on the sequel, Most of 
A2 r s game design was due to Paul "I 
was down at Psygnosis for a while 
asking some of the games testers if 
they had any ideas for improve- 
ments," he says, '"but there's basi- 
cally only one other guy {Nick Bur- 
combej who helped with the game 
design." 

The original Armourgeddon sold 
reasonably well, something that Paul 
reckons was mostly due to the fact 
that it was probably the first vector 
game that allowed you to control 
more than one type of combat vehi- 
cle at once. However, when game- 
play criticisms came through from 
America, it was decided to produce 
an upgraded version — a sort of 
Amourgeddon VI , 1 , 

"I worked on producing an 
upgraded version for about three 
months," says Paul. "But because the 
specification was constantly 
changing so much, Psygnosis 
then decided to go for a full 
rewrite. I've been working on it 
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You need to be constantly developing and manufacturing vehicles to add 
to the war effort, and here's where you do it. Vou have a finite number of 
scientist that can be allocated to various tasks and, fairly obviously, the 
more on one team, the faster that project will come to fruition. 


(Above) One of the first things to 
be done in any game of this genre 
is, of course, to build up some awe- 
some squads of aggressive units. 
From here you can select what vehi- 
cle types you want in your "team* as 
well as arm them in any way you 
see fit. You have pretty much free 
range as far as weapon selection 
goes, but you J ll need to keep your 
R&D department well funded if you 
want to maintain decent supplies of 
weapons and units. 

now for about eighteen months, 
though I have been doing other 
things during that time/' 

At the time of writing, there's lit- 
erally a few weeks of work left on 
A2 r mainly hunting out the last few 
bugs and tweaking the gameplay to 
get it 'just right'. 

"The main problem has been try- 
ing to get the thing to run with the 
operating system still intact so that 
you can install it to hard drive and 
things like that," comments Paul. 
"I've also had quite a few problems 
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(Above) Look at those brilliant graphic*! I expect you'll think they're even 
better when you get to see a fully-operational version. 
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lt‘s not all 3D. you know. You tan step back from the world of vectors if 
you feel more comfortable with good old 2D. and use the various tactical 
and statistical data to plan your campaign. The overall map area in 
Armourgeddnn 2 is roughly ten times larger than that of its predecessor. 


with the Amiga 4040s. and still have 
in fact. I don't know what it is about 
that machine, but it just doesn't 
want to run the game properly. Luck- 
ily. I don r t think there are many 
4040s around. The market really 
demands that you go for the big 
numbers, which means that it's got 
to run acceptably on an A500 really 
— if it doesn't, it's just going to kill 
the sales." 

Though Paul has obviously picked 
up some new techniques since the 
original was written, the logic behind 
the programming has remained 
much the same. 

"I can't say for definite that there 
isn't any of the original code in there, 
but f've totally rewritten the 30 
engine and virtually everything else 
really," says Paul. "The polygons in 
the original were all drawn purely by 
main processor, whereas now I've 
employed the Blitter instead. The 
techniques for clipping polygons still 
use the same algorithms as the orig- 
inal, even though the actual code has 
been rewritten to try to optimise it," 

As far as the game concept goes, 
Paul really wanted to make the 
sequel more mission-based than the 


original was, as well as improving 
the overall speed and making the 
game larger, 

'The original game wasn't too 
bad on the ST/' admits Paul, "but 
what with it being a conversion onto 
the Amiga it was sort of thrown 
together' and was quite slow really. 
It's not gone quite as well as I want- 
ed it to in the 'missions-based' 
respect, so now there's only effec- 
tively two categories of missions — 
you're ultimately always going to 
capture something or destroy some- 
thing. Some missions will say that 
you have to go through a building to 
capture people, but effectively you're 
just capturing that base." 

''You'll initially be given just one 
mission, but as that's completed 
you'll be given further information 
about the next, Quite often you'll 
have two missions on the go at once, 
and though some are critical to the 
completion of the game others are 
more auxiliary. 

''You can, in fact, complete mis- 
sions without knowing it, because if 
you happen to destroy a particular 
base while you're moving around, it 
may turn out to be a later mission in 


PROJECT: Armourgeddon 
PUBLISHER: Piygnoiis 

DEVELOPER: In-house: Steve Riding (project manager); Paul Hunter 
(game design A programming); A* Ingram, S. Osypanka & M. Edmundson 
(graphic design); Nick Burcombe (additional game design) 

INITIATED: Autumn 1992 
RELEASE: March 1994 


itself. When you actually get to 
where that mission would have 
been, you'll be told that it's com- 
pleted already. I think there's about 
20 missions in all, some being sim- 
ple like capturing a base, with other 
more involved tasks that might 
require you to destroy three installa- 
tions within 20 kilometres of a set 
area." 

The number of vehicles at the 
players disposal in A2 has been kept 
the same as the original, but the map 
size for the game is about ten times 
larger. The number of 3D objects 
that can be physically active in the 
game is about 130, and because of 
the way the game plays you'd have 
to be a phenomenal pilot to have 
more than two craft under your con- 
trol at once anyway! So how neces- 
sary are the various vehicles to the 
gameplay? 

"I would say that half the vehicles 
are just in there for you to mess 
around in/' says Paul. 'To complete 
the game you could easily get away 
with using the fighter, bomber and 
heavy tank or something like that. 
Most of the weapons are quite use- 
ful though. 

"It's only really over the last few 
weeks that I've started playing it and 
realising that there are certain 
weapons that might be less efficient 
killing-wise, but the fact that you can 
manufacture them a lot quicker and 
fire a lot more of them at once 
means that they're quite useful for 
hitting ground installations and that 
kind of thing. I'd say that about 90% 


of the stuff is really useful. Most of 
the things in there are good fun to 
mess around with, though/' 

As far as fitting it all in goes, 
Paul's pretty happy with the way 
things have turned out, with the 
only real missing element being the 
Inclusion of graduated horizons that 
the original spec called for, 

"It's just a problem trying to get 
the palettes set up so that you've 
got enough various shades of blue 
— we were really limited, so it didn't 
end up going in. having to program 
it on a low denomination machine is 
a bad thing, because I'd have liked 
to have done it on an A1 200 using 
the AGA chipset or a nice 256 
colours. 

"I think that the Amiga processor 
is a little bit underpowered, even the 
A1 200, because we write things on 
the 436 PC and you see how fast 
things are, and then convert it and 
think 'God, what am I doing on an 
Amiga?' It's quite difficult to say 
what bits of the program I'm par- 
ticularly proud of because I've been 
on the project so long — I'm quite 
fed up with it now! I'm pleased with 
the speed; I don't think l could have 
got it any faster without researching 
how to do 3D techniques from 
scratch!" 

And are there any pians for an 
A12O0 specific version? "tl don't 
think so. Mind you. if Psygnosis 
wanted to pay me to do it-./' 

Programmers, huh? Can't live 
with 'em, er, can't live with 'em. I 
don't think. 
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PROJECT: Pinkie 


PUBLISHER: Millennium 
DEVELOPER: Data Design: 
Stewart Green (game design); 
Scott Williams (game design & 
programming); John Court (graph' 
ics); Darren Wood (sound)* 
INITIATED: January 1993 
RELEASE: March 1994 


I 'm not going to beat around the 
bush with a clever and 'amusing' 
intro because, to be quite frank. 
I've got tons to teH you and not much 
space to do it in. 

So let's just assume that I was 
incredibly funny and get down to 
business. Okay. In Pinkie, the new 
game from Millennium, the epony- 
mous cute character wants to save 
the dinosaurs and so must collect the 
dino eggs that are scattered over the 
puzzle- and platform-heavy levels. To 
help Him do this he's equipped with 
an bizarre spacecar-type thing, with 
which he can perform all sorts of 
weird and wonderful manouevres. 

Pinkie may have a similar 'elite- 
ness' to, say, James Pond, but he 
didn't start out that way — and if 
you don't believe me, take a look at 
some of the early character designs 
shown elsewhere in this Work In 
Progress. One of the men responsible 
for Pinkie's appearance is Data 
Design's boss, Stuart Green. 

"Pinkie himself and the overall 
game design was created by myself 
and Scott Williams (designer and pro- 
grammer of Krusty s Super Fun 
House], " says Stuart. "We've been 
friends for years and have worked on 
a number of projects together. We 
sat down and thought about what 
we liked in different games and 
decided that we wanted to make a 
game that was as playable as Mario, 
with little puzzles and everything in 
there, but also wanted it to be a bit 
different graphically — so we 
thought up the character Pinkie." 

As the concept evolved, so did 
Pinkie's appearance, which was con- 
tinually modified throughout the 
game's development. Over a period 
of six months, more and more 
little touches were added, 
from different legs and 
arms to shifting his eyes 
around his face, until 
the team eventual- 
ly ended up with 
the Pinkie that 
they have now. 


Though the owsome power of screenshots doesn't quite stretch to 
showing you the full-screen animation, the effect of all this pulsing 
stuff is strange to say the least (and you'll have to take my word on 
that). In contrast, the general look of the game is that of a peaceful and 
distinctly pastel land — not forgetting a snow level in there somewhere. 
With slippery platforms, no doubt? Just in case you're wondering, yes. 
Pinkie always has this silly look on his face. Just like David- 




U The whole 
idea with the bad- 
dies is that they 
should cause you 
problems, not 
kill you. 


Stuart Green, 
Pinkie's «wreator. 


Stuart explains the original 
thoughts behind Pinkie's character 
and the game as a whole; "All we 
really knew was that we wanted 
something a bit different, but then 
we got this idea for a game with 
opposites. So we came up with the 
Pinkie's spacecar. It's a really strong 
and powerful and hard vehicle, but 
as soon as you get out of the ship 
you [i.e, Pinkie] are extremely vul- 
nerable. 

"To make the main character 
weaker, we made him pink because 
we thought that it looked very vul- 
nerable We also wanted to make 
him big and bubbly — not hard and 
armoured — and so gave him big 
eyes to add a cute element." 

Because of this idea of vulnerabil- 
ity, Pinkie himself is relatively limited 
as far as abilities go but, as already 


mentioned, his vehicle is meant to 
be exactly the opposite. With this in 
mind, the team went to town 
designing his super-car, 

"The first main idea we had was 
for an armour-plated vehicle which 
would be extremely tough, but we 
definitely wanted a gadget ship. We 
wanted something that was a bit 
more than just a square sprite, so 
we made it so that there are gad- 
gets flipping up and popping out of 
the vehicle. It meant that it was 
much more exciting and had more 
going on." 

The car boasts a veritable feast of 
toys, being able to fly on helicopter 
blades, roll on wheels, punch with a 
huge boxing glove, swim with flip- 
pers and so on... and so on... "We 
ended up getting quite carried 
away," admits Stuart, "and we've 
still got a lot more ideas for it. Luck- 
ily, Millennium has agreed to do a 
Pinkie 2, so a lot of those ideas will 
be carried over to that project." 

It actually got to a point where 
the team realised that there were 
too many options. As the levels 
were designed and puzzles were put 
in, they noticed that if they put m 
helicopter blades Pinkie would be 
able to go just about anywhere and 
bypass most of the puzzles. So they 
decided that it would be nicer to 
limit what the player could do. 


Not satisfied with Janies Pond, 
Millennium create yet another 
'lovable cutesy character 1 . Matt 
Broughton reports Vive from Cam- 
bridge on the game that people 
are already calling 'Pinkie'. 





WORK 


PROGRESS 



'"Most game* don't have the vari- 
ety of moves that this does, and we 
decided that if you put in a hundred, 
then potting in two hundred doesn't 
make the game any better — they 
just become 'another move'. So we 
limited the number we put in there, 
just for design's sake — not because 
of memory/' 

On the subject of memory, Data 
Design have broken the mould of 
our WIPs by being one of the few 
companies that doesn't have tales of 
woe regarding lack of memory. 
How? Why!? 

"Data Design has been going 
seven years [Scott's been going fivej 
and we've done about twenty pro- 
grams so far. As a result, there are 
a lot of techniques we've picked up. 
We squashed Robocpd onto the 
Commodore 64 - all the levels and 
everything — and we still managed 
to fit it into that machine's 64K 
memory, so we’re very used to com* 
pression routines. All the graphics 
have also been designed to be com- 
pressed down easily.” 

Although the game is being writ* 
ten concurrently for five different 
machines, it's being developed pri- 
marily on the Amiga, Even though 
Data Design realise that the consoles 
are where the bigger sales are, they 
find the Amiga a more accessible 
machine and easier to write on. This 
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(Above) There'S an unspoken law that 
says you can't have a WIP without a 
shot of some of the animation 
frames, so here it is. 


cross- format progamming not only 
leads to a console-ish way of think- 
ing' but it also gave the team some 
interesting ideas. 

"The game's designed to be very 
console-orientated, in the sense that 
it's not a 'go out and shoot every- 
thing, kill everything' game/' says 
Stuart, "Nothing dies in the game; if 
you jump on something's head, it 
falls asleep and wakes up later. The 
whole idea with the baddies is that 
they should cause you problems, not 
kill you. 

"One thing we did decide was 
that with so many games having 
enemies that moved in a very fixed, 
illogical way we wanted to have one 



Data Design wanted to include the sort of end-of- level guardians that would 
make people go WOW! It seems normal to include baddies that are just four 
sprites high by four sprites wide, but DD wanted to go one step better (well, 
several steps better really) by making their nasties anything from a screen 
to five screens big. WOW! (See? it worked.) 





main alien on a level that did a lot of 
things intelligently, rather than have 
twenty or so just moving left and 
right/' 

One of Stuart's favourite console- 
inspired features is an alien level 
where the entire background ani- 
mates like a pulsating blood vessel. 
This was achieved using a different 
method of printing the screen, where 
the whole display is treated like a 
grid of blocks which is constantly 
updated. 

That said, for the most part the 
game has more basic backgrounds 
than we're used to on the Amiga 
nowadays, but there is a reason for 
this, as Stuart explains: "The game is 
more plain looking than usual 
because we started putting a lot of 
detail in, but then when we started 
going round and showing people 
they liked it looking more simple and 
pastel — they liked the fact that the 
mountains had flat colours and 
rounded edges." 

By avoiding complicated back- 
grounds and parallax effects, the 
team were also able to concentrate 
on other areas of the graphics. "The 
game could be faster," admits Stuart. 
"It's not an arcade game that whizzes 
along at fifty frames a second with 
the fastest, smoothest parallax ever. 
Yes, we've lost the parallax, but that 
allows us to have 32 colours on- 
screen at once, rather than just 16, 
and when you see things like all the 

(Right and below) This IS how Pinkie 
looked when Data Design first put 
pen to paper. The changes between 
this and his final form aren't that 
major in themselves, but they radi- 
cally alter the way you perceive the 
character — he's now much rounder 
and softer looking. 


As mentioned, Pinkie's little car is 
more than versatile — even Chitty 
Chitty Bang Bang would get a com* 
plex next to this thing. One of its 
many features is the ability to rise 
vertically on a stilt, and then put 
out 'arms' to grab onto side blocks. 
Th is allows Pinkie to park his car 
and get out at higher levels. 


background animating completely, 
the effect looks a lot different to any 
of the normal things you're used to 
seeing." 

The CD32 version also looks to be 
something special, with thirty tunes 
already written along with a host of 
cartoony sound effects to boot, The 
team are hoping that most of this 
will fit onto the floppy version, but 
are looking forward to the extras 
that will be possible on the CD. 

"We're having some more cartoon 
animations done for the CD32 ver- 
sion. With CD, most people are 
going for extra colours, but we're 
going for 16-colour spot animations 
that will be scattered throughout 
the game, so that when you fly to a 
new planet there's actually a cartoon 
showing you on the journey, or 
when you meet an end-of-leve! 
guardian you'll get a cartoon of 
Pinkie coming face-to-face with the 
baddy," 

What guardians? You mean, I 
haven't mentioned the ones that are 
up to five screens high? Well, you 
know what it's like. So much to tell 
and so little room! 





Phew crikey! The star of TV's What's Up Doc? is set to make his Amiga debut. Simon 
Byron takes a look at the Pat Sharp Simulator— (Er, you've got it all wrong... — Dave). 







PROJECT; Hugo the Troll 
PUBLISHER: Supervision 
DEVELOPER: Interactive 


Television Entertainment 
INITIATED: November 1991 
RELEASE: Nay 1994 
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I 'm fed up with the way Simons 
are portrayed on TV, and Satur- 
day morning's What's Up Doc? is 
the most guilty of all. That unfunny 
ugly guy with bits of bog roll stuck 
to his face really does take the bis- 
cuit. When will people realise that 
not all Simons house a spot epi- 
demic and have an IQ less than their 
shoe size? They read too many com- 
puter games magazines, that's their 
trouble... 

Anyway, if you ignore the inane 
Simon references, there are at least 
a couple of things worth tuning in 
to What's Up Doc? for. There's Bat- 
man: The Animated Series for 
starters, which is always pretty fab. 
And, if you've been paying attention 
recently, you will have witnessed the 
English TV debut of a talking troll 
named Hugo in his all-new play-by- 
phone computer game. 

Yes, Hugo the Troll is a new kind 
of interactive computer game. Sat- 


urday morning kids' shows have 
dabbled m this area for some time 


I 


but none have been as impressive or 
executed as well as Hugo, Indeed, as 
you'll be aware from our rather 
enthusiastic coverline, we reckon 
that Hugo the Troll features the best 
graphics ever. Until we change our 
minds, that is. 

Hugo's gameplay is ideally suited 
to TV shows. There are two 
basic scenarios: one where 
Hugo must career down a rail- 



way line avoiding the locomotives 
heading the opposite way; and 
another where he must ascend a 
mountain, collecting bags of bounty 
and dodging boulders and holes. 
Let's examine the train sub-game. 
You're given an overhead map of the 
route ahead displaying positions 
where Hugo can switch tracks to 
avoid the on-coming trains. The 
game will indicate whenever a deci- 
sion needs to be made and by press- 
ing the relevant key pad on your 
phone, you can instruct Hugo to 



{Above} Hugo's first mission is to 
journey to the mountain on a hand- 
cart, avoiding all the oncoming trains 
by switching tracks whenever the 
need arises. The overhead map to the 
right of the screen gives a better pic- 
ture of what's going on, but the 
main display is the real crowd-puller. 

(Left) "At least twenty people have 

been working on Hugo TK* T roll," 
reveals Bo, "as wed as a number of 
freelancers," Blimey, it's been a long 
time since the Amiga has been treat- 
ed to a game created by a team that 
big But when you see the game in 
action, you can begin to realise 
exactly why. 
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(Above) Hugo The Troll will come on either five or six disks, depending on 
how well the data can be compressed. The game will feature both the train 
scenario and the hillside game, and ITE will he looking into the possibility 
of releasing data disks at some stage in the future. 


We're not 
telling anyone 
how it works 

Bo Tuxen, 


travel exactly wherever you want. 
Earlier on I mentioned that Hugo 
has only recently arrived in England. 
Bo Tuxen, the game's International 
Sales Manager, explains all: "Hugo 
started off in Denmark. He's been 
running on Danish TV twice every 
Friday since September 1990 

"My boss at the time was asked 
to took into whether or not a game 
could be run in a TV studio but con- 
trolled by a viewer over the phone. 
He then began contacting a few peo- 
ple who knew more about the way 
phones worked and it was decided 
that it was possible, 

"The game we came up with was 
called Oswald, which was a success 
but not as big as we hoped, Oswald 
was a bear and he jumped around 
from iceflake to keflake, avoiding 
enemies such as eskimos and 


whales. It wasn't a very advanced 
game, which is why I think it didn't 
catch on as well as we hoped. 

"In the Summer of 1990, the TV 
company decided they wanted 
another game, so we sat down to 
design something totally revolution- 
ary. And so Hugo was born." 

The character was designed from 
scratch by the ITE team and has 
become so popular that in 1992 25% 
of the Spanish population tuned in 
to witness his antics, a viewing fig- 
ure which has remained unsurpassed 
to this very day. Along with Britain, 
he's currently on air in France, 
Turkey, Finland, Sweden, Norway, 
Slovenia and America. And as from 
this month, viewers in Israel and Ger- 
many will be able to experience the 
phenomenon that is Hugo. 

Of course the game's main pulling 
point is its breathtaking visuals, I 
know it’s an over-used phrase, but 
static screenshots really don't do any 
justice, realty they don't, I'd advise 
anyone to try and see the TV show if 
oniy for a demonstration of what 
they can expect when the game is 
released. 

It may be worth pointing out that 
the TV version is running on ITE's 
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(Left) It's unlikely that Hugo will 
make it onto the consoles due to the 
amount of memory it needs to run, 
as Bo explains: "The system we are 
currently using executes Hugo from 
RAM [sound painfull I, and it takes 
up 64Mb to do this, so you can see 
that Hugo isn't for every computer!" 

(Below) Once he's managed to reach 
the mountain, Hugo must travel this 
twisty path. Every now and again, a 
boulder or a hole wllTappeair, neces- 
sitating some quick reactions if you 
intend to reach the top in one piece. 
The platforms to the left support 
bonuses but it's up to you whether 
or not to go for them + 


custom-built computer called System 
3000, but Bo is confident that the 
Amiga game will look virtually iden- 
tical. 

"The graphics originated on the 
Amiga but the machine we're using 
to execute the program on TV is a 
specialist computer designed by our- 
selves. We've had to cut down the 
graphics slightly for the Amiga, but 
we're trying to keep the two versions 
almost identical. Obviously it isn't 
possible to make them exactly the 
same, but we're doing our best* All 
the huge 3D sprites will still be in 
there and the game will run only 
slightly slower than the version on 
TV." 

When you consider that System 
3000 costs $100,000 and is the size 
of a domestic fridge, minor differ- 
ences between the two versions are 
suddenly more acceptable. "On a 
standard Amiga 500 it will be very 
good," adds Bo. "The only problem is 
there will be a lot of disk accessing, 
but if you have enough RAM the 
game will load directly into that and 
you won't have to wait around." 


(Below) The team at ITE use the term 
'cartoon-alike' to describe Hugo's 
fantastic visuals, and you can see 
why. The TV version actually includes 
speech, hut it's unlikely that this will 
be included m the floppy version due 
to the amount of memory samples 
take up. 


Because Hugo only allows 
gamers to make decisions at spe- 
cific points in the action, many will 
compare it to Dragon's Lair, a game 
often criticised for being too limit- 
ed and too easy. The game displays 
your options on-screen and by 
pressing the relevant number on 
the keypad of your phone or com- 
puter, or moving the joystick in the 
appropriate direction, you can 
inform the program what you want 
Hugo to do. 

Obviously this isn't the most 
impressive piece of jiggery-pokery 
when you're playing the game on 
your Amiga, but the technology 
needed to make this work is quite 
complicated. Well, I expect it is, 
because Bo wasn't revealing any- 
thing, 

"That's our secret/' he grins, 
"Our system translates the tones 
into some kind of on-screen action, 
but that's as much as I'm prepared 
to give away. Basically, we're not 
telling anyone how it works." 
Oooh, I was only trying to be inter- 
ested. 

The limited nature of the game- 
play makes it easy for kids to play 
and ideal for play-by-phone chal- 
lenges, but whether or not it will 
appeal to the older generation is 
still anybody's guess However, if 
the commercial release is received 
as well as the TV version, the game 
will go down a right monster 
storm, whatever that means. 

"If you look at the TV side, Hugo 
is just as popular with the older 
folks as he is with the kids," reck- 
ons Bo, "It depends a little bit on 
how he's presented. Some coun- 
tries, like Britain, show the game 
during kids' programmes but in 
other countries he's on at 8 o'clock 
in the evening ” 

Supervision snapped up the 
rights to the Amiga version when 
they saw the game on foreign TV 
and will be publishing the game 
with a mid-price point in May. ”i 
knew ITE years ago, even before 
they'd started work on the charac- 
ter," says Chris Stevens from out of 
Supervision. "I've seen the project 
grow from conception and so was 
able to recommend that we nego- 
tiate the rights to publish the 
game," 

It has to be said that for sheer 
blow-your-socks-off impres* 
siveness, Hugo The 
Troll could well 
become the standard 
by which all are 
judged. How well the 
game plays, though, 
is a different matter 
but I'm sure the team 
wouldn't invest all that 
time, effort and money 
nto something which 
plays like a dog. 








(managing director); Andy Coates 
(programming); Mark Wortham 
(graphics). 

INITIATED; Autumn 1993 
RELEASE; April 1994 


PROJECT: Turbo Trax 
PUBLISHER; Daze 
DEVELOPER: Arcane: Steve lies 


guidance; the cars will decide exact 
jy what they want to do depending 
on what action's going on," 

The computer cars' 1 behaviour if 
also governed by what Arcane refei 
to as a 'dippy" factor, a learning 
factor and an "aggressive, beat the 
crap out of you while you're on the 
road" factor (one of the less technr 
cal terms I've ever come across). 

"It'll also come down to individu- 
at driver personal' 
ities that we've 
yet to design," 
adds Steve. 

"What I want to 
do is design some 
characters that 
will be specific to 
this game but that 
we can also put 
into other games such as the 'Lotus' 
and 'Pro-Am type' games that we 
also have in development. It's more 
for the kids so that they have some- 
thing to home-in on," 

Technically, the game is impres- 
sive to say the least, but once again 
our old nemesis time (well, words 
per page duudlly) has iduylH up 
with us, so you'll just have to go on 
wondering how they do all this. All 
I can say is, please please please lei 
this look aa yuod running as it Uoe 3 
In the screenshots! Amen, 


METAL 


Mall Broughton has a small silver Vauxhall Cavalier. II doesn't 
work very well. But Arcane Software might just have the answer 
to his prayers... 


F or many people. Team 17's 
Overdrive was a major disap- 
pointment, In honesty, l was 
one of them. It's not generally the 
genre that I get extremely frothy 
about, but a certain budget game 
by the name of Nitro got me and a 
bunch of mates well and truly 
hooked a year or so ago, and since 
then we've waited, as have many 
others, for an all-singing, all-danc- 
ing 9G's version. Overdrive was very 
nearly that game, but was hindered 
by a lack of variety and a frantic 
pace, Well, here come Arcane, a 
brand new software label, who 
think that they may just have the 
answer — Turbo Trax. 

The game is billed as an arcade- 
quality, two-player, head-to-head 
racing game, with a trunk load of 
special features 'packed under the 


bonnet". We know the format well, 
but Arcane promise the injection of 
atmosphere and playability that 
they feel Overdrive was missing. 
Steve lies, Arcane's MD, speaks to 
The One: 

"We wanted to do a top-down 
racing game, so we looked at fJitro, 
Micro Machines, Overdrive and even 
went back to the Spectrum and 
looked at old (but playable) games 
like Tranz Am, In all cases we 
thought 'What can we do to 
improve on playability?' I think Over- 
drive's graphics suffered from a lack 
of atmosphere because there was no 
shadow - everything was on the 
same level. 

"We've tried to make this game 
look and feel like a Capcom arcade 
machine, basically because we've 
got a guy called Kevin Williams who 
does a lot of our storyboards and 
he's an ex-Capcam developer. With 
his ingenuity we have the power to 
do a really good arcade game on the 
Amiga," 

Many reviewers of Overdrive were 
upset that they couldn't have a split- 
screen version, but this was due to 
the general programming stance 
that says you can't split the screen 
on a game that fast because you 


can't see what's coming up. Arcane's 
programmers did toy with a split- 
screen version of Turbo Tra* but it 
became instantly unplayable. As a 
result, the team decided that a 
machine-to-machine link was the 
only way to produce a really 
playable two-player game. 

This also meant that they could 
spend time developing the comput- 
er-controlled cars' intelligence. The 
finished game will feature three 
opponents and though the team 
have only just started to really get 
into the intelligence routines, the 
cars will learn from how you react 
on track. 

"The intelligence is based upon a 
Scalectrix theory [i.e, the cars run on 
any of a set number of lanes] so we 
build a map, put this map info what 
we call the intelligence editor and 
then put down ley-lines around the 
map. The computer cars then have 
the option to jump from line to line 
depending upon what the hell's 
going on on-screen. 

"This means that if you bump an 
opponent into the side, he'll go back 
onto the nearest line and 
then choose another 
line to continue 
the course. 
The lines are 
only there for 







TURRICAN 3 WILL TAKE YOU ON A JOURNEY THROUGH THE 
MOST DEMANDING LEVELS OF ADRENALIN-CHARGED 
ACTION EVER SEEN ON THE AMIGA* 
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UFO: ENEMY 
UNKNOWN 

MicroProse 
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I 'm not a superstitious man by 
nature , you know, I've got no 
time for witches, ghouls, war- 
locks or ghosts (or childrens' enter’ 
tainers, for that matter) but men- 
tion UFOs and aliens and l J m away 
tike a good J un. Couple that with 
the fact that Laser Squad is one of 
my all-time favourite games of all- 
time and you'll understand why I 'm 
just a tad excited about this forth- 
coming release from MicroProse, 
And if you don't understand why 
I'm a tad excited, then you probably 
don't know that UFO: Unknown 
Enemy is being developed by Laser 
Squad's developers Target and is a 
sort of unofficial sequel to that 
game. 

Although UFO will feature the 
same isometric-viewed, turns- based 
gameplay that the original 15 did, 
this game will have much more of a 
strategic and tactical combat 
emphasis to it as you build bases 
across the planet to monitor the 
arrival of the invading aliens' craft, 
What? I haven't mention the aliens 
yet? Well.,, 

The year is 1999 and sightings of 
high-tech alien craft have increased 


dramatically throughout the world , 
This has culminated in a huge 
attempt to communicate with the 
little green men. Unfortunately, all 
such efforts turn out to be some- 
what pointless, as it appears that all 
the aliens are interested in is kid- 
napping, murder, terrorism and the 
brutal slaughtering of childrens' 
entertainers. (I think you really 
mean cattle — David,) 

The nations of the world have 
now come together to form a spe- 
cial planetary defence body called 
XCcrnm and, as its head, its your 
job to save the planet by coordinat- 
ing the efforts of the various track- 
ing stations, intercepter aircraft and 
the commando units spread across 
the world. Perform well and you'll 
eventually be able to follow the 
aliens to their home planet and put 
paid to their Earth-invading ambi- 
tions for good, Perform badly, how- 
ever, and it's goodnight Vienna — 
and just about every other city. 
Including Southampton. 

UFO should be available at the 
end of March but until then have a 
butcher's at these screenshots. 
Excited? Me? Not half! 
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BUBBLE & 
SQUEAK 

Audiogenic 



T ry to imagine what a game 
would look like if it was 
blend of a platform game, 
a puzzle game and a shoot-'em-up. 
What do you reckon? Zoot with 
Project-X power-ups trying to 
knock down dominoes in a certain 
sequence? A Soccer Kid with a 
thermonuclear football who stops 
and does jigsaw puzzles? Mo, I 
couldn't think of anything either, 
which is a bit of a problem because 
according to Audiogenic, that's 
exactly what Bubble & Squeak is — 
all three rolled into one. Blimey! 

In the game you have to take 
control of a young chap by the 
name of Bubble (unthinking par- 
ents, obviously) and must guide 
him through thirty levels of plat- 
form action^ including ten bonus 
levels and five shoot-'em-up sec- 
tions. Each level is patrolled by var- 
ious 'wacky' creatures, including 
flying elephants that sneeze at you 
and ducks with baseball bats. Like, 
ker-razy, Luckily, Bubble is armed 
with magical stars that he can hurl 
at any nasties thattj^t in the way. 

The Squeak of the title is. in fact, 
a friendly monster pal of Bubble's 
who, unfortunately, is a bit thick. 


The aim of each level is to first find 
Squeak and then lead him to safe- 
ty using a bit of strategy and for- 
ward thinking, not to mention tak- 
ing into account just how stupid he 
truly is. 

To start with, ail you can do is tell 
Squeak when to follow you and 
when to stay put, but find a bubble- 
gum machine (which just happen to 
be found In the alien landscapes) 
and Squeak will get all excited Feed 
him some gum and, depending on 
what sort it is, he'll suddenly be 
able to do al! manner of things, 
such as allow you to ride on his 
back or boot him around(?J. 

I'm afraid you won't be able to 
appreciate the gorgeous parallax 
backgrounds from the screen shots 
but, believe me, they're lovely, And 
I know, 'cos I've seen 'em. Anyhow, 
look out for a full review in an issue 
or two. 
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RUGBY LEAGUE 
COACH 

Audiogenic 




RABBIT GAME 


Titus 


ugby means one thing and 
S .. one thing only to me, and 
that's having to get up early 
on a Saturday morning to play for 
my school team, or else Mr Roberts 
would personally take my teeth out 
and put them up my own bottom. 
I've always thought (and still main- 
tain) that kids are merely pawns in 
a never-ending battle of egos 
between school sports teachers, as 
they try to out do each other with 
their a II -year-round tans, nasty shorts 
and school records for 'who can kick 
a ball the furthest', 

I particularly hated it because I 
was one of three boys who were very 
fall for their age, and as a result was 
the first one to get off the coach, 
looking mean and menacing, to 
greet the rival team. With three other 
huge lads behind me, it sort of 
psyched out the other team before 
we'd even begun. Of course, by the 
time we got to "player number four' 
the spell was broken, as the rest of 
our short, puny and spotty team 
rolled out like a bag of filleted fish. 
And then we'd all get beaten up. 

Anyway, this is my chance to get 
my own back, because thanks to a 
forthcoming release from Audio- 
genic, l"m going to manage my very 


own Rugby team. And I'm going to 
be very nasty indeed. 

You start off as the coach of a 
struggling team of part-timers in the 
bottom division, and must use all 
your skills to turn them into promo- 
tion contenders. As things get bet* 
ter, you'll find job offers start to 
flood in, leaving you to decide 
whether to stay with your loyal lads 
or sell-out in favour of fame and for- 
tune. 

You can send off your scout to 
check up on potential signings and 
buy and sell players as funds 
increase, as well as put players 
through their paces with individual 
and squad training. There's a com- 
prehensive piayers' log detailing all 
the team and player statistics, and 
you'll get regular reports from your 
physio — mainly bad news about 
injured star players! — allowing you 
to make informed and educated 
decisions about your team line-ups 
for impending matches. 

Not yet mentioned but most 
important of all!, you can compete 
in all the major cup competitions, 
and in addition there are three divi- 
sions for you to conquer. 

It all looks rather promising so, if 
you love rugger, watch this space... 



D on't say that we don't 
bring you exclusive early 
previews, as this game 
hasn't even got a name yet! (How- 
ever, you'll ai ready know that if 
you've read our News section.) Of 
course, the only problem inherent 
in providing such an incredible ser- 
vice is that we don't really get a lot 
of information about the games, 
and therefore indulge in a well- 
known journalistic technique 
known as 'making it up, and talk- 
ing a load of traffic cones/ So.,, 
Rabbit, rabbit, rabbit. Ha, ha r ha. 
Word count, word count, word 
count. Yes I I quite literally haven't 
got anything vaguely solid to tell 
you (That doesn't normally stop 
you, - David.) but what the hell. I'm 
an intelligent guy, 111 have a quick 
play, and then let you know what 
I reckon the idea is. Don't go 
away,.. 

Well, that was quite fun actual- 
ly. You're a rabbit and you've got 
to run around a number of Zool- 
esque landscape (Le. flat bits and 
high platform bits) avoiding some 
rather nicely drawn creatures such 
as foxes on boulders, aardvarks and 
kangaroos as they attempt to stop 
you from collecting carrots. Or 
something. 




As well as being able to run and 
jump, you can also go into a 
cartwheel that has a similar effect 
on the animals around you as it 
would if you were a certain hedge- 
hog that span in a similar way — 
i.e, it damages them and eventual- 
ly kills them. 

There are a healthy spattering of 
pick-ups to find, rewarding you 
with extra health, lives and other 
things that do, er. other things. 
Probably. 

As you trundle around the land- 
scape in a rabbity fashion, you'll 
come across pits filled with spikes, 
as well as randomly placed tram- 
polines which 'Rabbit' can use to 
bounce to higher levels and bonus 
platforms. 

When I tried to go to the far 
right of the screen, a rather curva- 
ceous lady rabbit told me that 1 
needed to collect another dock, so 
it's my reckoning that you have to 
collect docks to complete each 
level, (Well done, Sherlock — 
David), 

Oh look, can I just stop now? It's 
all getting very thin and to be quite 
frank, I don't think anybody reads 
these things anyway. (Okay. — 
David.) Phew! I ll Ue UaU 
when I know more, okay? 
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Get CU Amiga 
— the comprehensive 
one-stop shop for 
everything Amiga! 


OUT, STUFFED FULL OF INFORMATION, ON THE 1 9TH OF EVERY MONTH 


• Do you want to find out about the best new 
peripherals for your Amiga? 

• Is there more information about the latest 
music software and graphics packages? 

• Is there more to the latest new games? 

• How do you push your hardware to the 
limits? 

Find out more, more and more again. 
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Puggsy 

Psygnosis 

58 

Champ. Manager Italia 

Jntelek 

80 

Super Methane Bros 

Apache 

62 

The Ryder Cup 

Ocean 

64 

Batman Returns (sob!) 

Gametek 

66 

Innocent Until Caught 

Psygnosis 

68 

Do of us 

Kompart 

70 

Winter Olympics 

US Gold 

72 

When Two Worlds War 

Impressions 
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Tube Warriors 

Dynabyte 

76 

Snapperaui 

Alternative 

78 

Dracula 

Pysgnosis 

80 

Sabre Team A1200 

Kri satis 

80 

Morph CD32 

Millennium 

80 

Seek & Destroy 

Mindscape 

HOW DO WE DO IT? 



At The One we believe a picture speaks a thousand words, That's why our reviews are a bit 
different and, we like to think, a lot better than the rest, Each game review begins with a short 
introduction, telling you what sort of game you're reading about and outlining its plot, then 
we follow that up with illustrations, maps and diagrams accompanied by informative captions 
that demonstrate every aspect of how the game piays. 

Finally there's the Verdict where we explain the game's good and bad points in detail, so 
that you can work out precisely whether the game's for you or not. Bear in mind that although 
a review is only written by one person, the whole team play every game reviewed and the 
Verdict and scores are based on everyone's input. 

Based on years of research this is, quite simply, the best game reviewing system devised by 
man. 

Probably. 

( THE VERDICT PANEL EXPLAINED) 


This piety shows you clearly 
which Amiga - A5QQ/600, A12QQ or 
CD32 - the game is being 
reviewed on. 

This panel indicates who is pub' 
lishing and who created the 
game, along with essential info 
such as how much the game 
costs, when it’ll be released, the 
control systemfs) used, how much 
memory your Amiga needs to run 
it, how may disks it comes on 
(and therefore how much swap' 
ping you can anticipate) and even 
whether you can install it onto 
your hard drive. 

This percentage indicates not only 
how well-drawn or animated the 
graphics are, but also how well 
they complement the game. Some 
games look great in static form 
but may be slow and jerky 'in the 
flesh' which will be indicated by a 
I ower-than- expected Graphics 
score. 


As with Graphics, the Sound score 
isn't based, purely on the quality 
of the tunes and sound effects, 
but also on how well they 
enhance the game. For instance, 
an all -guns- blazing shoot-'em-up 
with a silly bouncy jingle 
wouldn't do well here. 



Playability, which we hope will 
soon be incorporated into the 
Oxford English Dictionary as a 
'real' word (write to your IMF!), 
indicates how easy the game is to 
get into and how much fun it is to 
play. Things like poor control or 
cluttered screens will take this 
scare down. 

Another ’new' word. Instability 
indicates whether you're likely to 
finish the game in a day or a year, 
and also whether the game is one 
you're likely to keep returning to 
time and time again. It's a rather 
important mark, especially with 
games being so expensive. 

The Overall score is the definitive 
guide as to whether a game is 
good or bad. If takes into account 
many factors other than the four 
main ones listed above, which is 
why it's not simply an average of 
those scores. Anything scoring 
85% or above is considered an 
essential purchase. 


The Amiga family is even bigger 
than ever now, with people able 
to buy ASGQ/ftOQs, AIZQOs and 
CD32s. Here's where well tell you 
about how the game runs on the 
machines not covered in the main 
Verdict panel, as well as whether 
any enhanced or cut-down 
versions of the game are planned. 


DAVID UPCHURCH 
‘Tis a sad day at The One, 
David John Upchurch, the 
man who invented typo- 
graphical errors, perfected 
plagiarism and copyrighted 
just about every crap joke 
every invented is off to pur- 
sue other interests. Unfortu- 
nately we can t tell you what 
he ll be doing because you wouldn’t believe a 
man could sink so low. On a serious note, he will 
be sorely missed by everyone here at The One and 
we wish him the very best of luck. We realty do. 

SIMON BYRON 
Oh dear, oh dear. With David 
off to edit The One for Cakes 
and Fatty foods or whatev- 
er, Simon has been promot- 
ed to Editor, which means 
that all standards will go out 
of the window, the quality 
threshold will be constantly 
lowered, and there'll be gen- 
eral confusion day in, day out. So there's not 
much change there, then. When asked whether 
he had a message for the readers he replied, 
"Yes," before discovering something to moan 
about. 

MATT BROUGHTON 
Unfotunately, we've had to 
finish off this issue sans 
(that's French for without', 
by the way) Matt because 
he's been forced into doing 
Jury Service. Yes, just when 
you thought the British legal 
could get no worse, along 
comes a beardy-weirdy who 
judges people by whether or not their eyebrows 
meet, We confidently predict that in about five 
years' time there will be a spate of appeals result- 
ing in the release of innocent people wrongly 
convicted by Matt. 






V W JENNY ABROOK 

Jenny's been out and about 
this month, with visits to var- 
ious National Institutions 
forming only part of her 
busy schedule. "The best 
J place I went to was the Nat- 
ura! History Museum, which 
| was very interesting," she 
k revea | e< j "|t had insects and 

dinosaurs and I saw a Blue Whale which was as 
big as a double decker bus. The only problem 
with the Natural History Museum is that there's 
too much information to digest, it made my head 
hurt after a while.' 1 Really. 
















Psygnosis and The Dome return to Amiga- 
land once again with the smartest Mega 
Drive conversion since Desert Strike. Simon 
Byron reveals all.** 


gsy decides to trek through 51 I eve 
in search of his vehicle. 

Sounds like the perfect scenarh 
for some arcade adventuring antic 
doesn't it? Yes, of course it does, s 
thank goodness for Psygnosis and 
more importantly, The Dome <th 
geezers wot did Bob's Bad Da) 
who've handled this conversion c 
the similarly-titled Mega Drive gar™ 
For without them, we wouldn't b 
treated to this fine, fine game. 

For added value, Psygnosis ar 
giving away a free acronym wit 
every copy of Puggsy, It's r TOr and 
stands for Total Object Interactior 
What this means is that Puggsy ca 
collect and manipulate loads c 
objects contained within the level 
These objects interact with eac 
other {so if you chuck a crate s 
another crate, the two will reboun 
off each other, that kind of thine 
and form the basis of the many pu, 
zips between Puggsy and his spac* 
ship. 

Puggsy was a huge hit on th 
IVTega Drive and Psygnosis are obv 
ously hoping to repeat that succei 
on the Amiga {otherwise it would h 
a pointless conversion, wouldn't it? 
And, if there's any justice in th 
world, it will. 


(Above) Special objects such as 
guns, transmitters and clue chests 

tart b-o activated Arty by 

pressing the space bar. Their uses 
vary from the obvious (killing 
things) to the not so obvious (any 
thing else). As some can only be 
Aporatftd once, you need tA think 
carefully before activating anythin* 




(Above) I've decided that chests are brilliant. IMot 
only are they useful for keeping your lungs 
inside your body, but they also contain goodies 
which are essential to your mission. Sometimes, 
the chests can form puzzles. like in this bonus 
room. There are loads of chests scattered 
around, but you've only got one key so you have 
to guess which to open next in order to receive 
another key. Get the order wrong and you'll be 
rewarded with a useless shell. Like, wow.. 

(Below) One of the more helpful objects is this 
clue chest- Whenever you become particularly 
stuck, locate one of these and activate it- It will 
indicate, via some flashy animations, exactly 
what item you need to collect next in order to 
solve a part of the overall puzzle- Unfortunately, 
it doesn't tell you wbat to do with it, but you 
can't have everything, can you? 


T 


he worrying crime explosion 
we're currently witnessing In 
the real world has finally 
spilled over into Cyberspace, the 
land where all computer games 
exist. Juvenile delinquents, fed up 
with nicking cars and ramming them 
into lampposts, perhaps taking out 
a few innocent bystanders along the 
way, have found themseives with 
the opportunity to cause havoc by 
messing up the plans of simple 
sprites who are unaware of the vio- 
lent and disturbing times we face. 

Take innocent Puggsy, for exam- 
ple. Thorn he was, journeying across 
the galaxy without a care in the 
world, when he happened upon an 
innocent-looking planet. Unfortu- 
nately, this world was not so inno- 
cent, so when Puggsy parked his 
spaceship and set off to ask for 
directions, a bunch of mischievous 
raccoons decided to nick his means 
of transport and do a bit of joyrid- 
ing So — surprise, surprise — Pug- 
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Quick and superfluous song lyric time: Poll out the barrel, wo'lt have a bar- 
rel of fun. Great, eh? Thought so, Yes, as you may have gathered, barrels 
are what this screenshot is about. These round wooden vessels can be 
picked up and moved around to form convenient steps so that Puggsy can 
leap onto the higher platforms- This level requires you to move back anti 
forth, building steps and chucking barrels so that you can reach the Care- 
fully hidden gun. 


As well as a more-than-usef ul leaping ability, Puggsy is able to scale previ- 
ously unattainable heights using an object he J s carrying. By pulling down 
when the alien has hooked the item over the platform's edge, you can make 
Puggsy bounce and eventually move the joystick to manoeuvre him onto 
the walkway. It takes a bit of practice to get this working as regularly as 
you'd (ike, but it's worth it in the end. In fact, some levels can t be 
conquered without doing this so get prattemg. 



lust like a certain other 
platform game, the 
name of which escapes 
me, the game world 
Opens up as you com- 
ptet e each level, reveal 
mg new pathways. 
Every level has at least 
one exit (important 
feature, that), but if 
you take time out to 
explore the more inac- 
cessible locations then 
you may come across a 
secret room or discov- 
er a new path. 
Unfortunately, some 
routes lead to dead- 
ends so you often need 
to reenter levels to 
find alternative 
options. 
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Many levels contain a nifty shooter with which, 
via a tap on the space bar, you can unleash a tor- 
rent of bullets to dispatch most meanies. These 
bullets are in strictly limited supply run out 
and the gun is ad but useless for anything except 
standing on, a trait which is often invaluable 
when you’ve carelessly discarded an essential 
boulder or such like. 
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Puggsy finds himself 
plonked handily next 
to a pile of barrets, 
useful for constructing 
makeshift platforms... 


...By taking an armful 
Of these barrels to 
another part of the 
level... 


...And chucking them 
onto higher ledges... 


(Above) The end-of- 
level guardians are 
truly impressive. 

Some take up the 
entire screen and are 
constructed from lots 
of tasty rotating 
sprites, giving the 
game a unique look 
and feel. Every one 
requires a completely 
different method of 
attack (you'll find no 
casual jumptng-on- 
heads drudgery here r 
matey-boots), like this 
pirate geezer who can 
only be dealt with by 
flipping fish at him. 
This game is crazy. It 
really is. 
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(Above) Puggsy isn't strong 
enough to operate levers by 
himself so he needs to be car- 
rying an object in order to 
shift them. There are two 
kinds Of levers; those which 
only need to be flicked; and 
others which need to remain 
depressed- flicking them is 
easy — just walk past (carry- 
ing something, remember?) — 
but to keep a lever in a specif- 
ic position you need to drop 
an item onto it. 

(Left) Ves! Sticking to the 
tried-and-tested platform for- 
mula, Puggsy can bounce off 
baddies' bonces , gaining 
height and doing away with 
them at the same time. 
Unfortunately, there are a few 
creatures who are impervious 
to this form of punishment so 
if you do attempt to land on 
them you could be in for a 
nasty surprise. 


FANT 


AAP 


THING! 


Yes r it's bloody well true# This rather fine example of nineties' graphics 
has been created by a Mr £ J Byron, a sad individual with poor eyesight. 
The more attentive among you will notice that it depicts the problems 
an alien named Puggsy has trying to obtain an invaluable key. 


...he can reach 
the key and 
continue his 
quest. Brilliant, 
eh? 
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(Above) The Total Object interaction works brilliantly. Most items can be 
picked up and carried to other parts of the level. You can only hold on# 
item at a time so working out what order things need to be done is an 
essential part of the overall strategy. Anything that's movable can be used 
to construct stepping stones, whilst more unusual objects are typically 
there for a reason — namely, to manipulate other items or be used in some 
shape-related puzzle. 



(Above) The first level isn't perhaps the easiest way to learn the game's 
mechanics so, being the helpful chap 1 am, I've compiled a comprehensive 
and Informative players 1 guide, just for you. Grab a pen and get ready to 
digest this info. Ready? Okay: Go right. Yes, that's it. I'm afraid. You do 
have to push up a couple of times but I'm sure you intelligent people can 
figure out when to do that. So don't bloody ring m# up and inquire about 
how to complete this level unless you want a torrent of abuse regarding 
your mother and bow much she charges tor a snog. 



Thankfully, Puggsy's not adverse to a bit of water in his lungs (if he's got 
any, that is) and can spend an infinite amount of time submerged in liq- 
uid These water-logged levels occur frequently during the middle of the 
game and alter the way you have to tackle things. Everything slows down 
in the water so manipulating objects becomes that bit trickier, especially 
when you're attempting to erect a floating bridge. 


Publisher: Psygnosis 
De-veioper: 

The Dome 
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The control method is a bit crap 
sometimes, A few people may find 
the pace of the game a little tedious. 

The password system is a bit long- 
winded. But — wait for it — I love 
it! The above gripes are probably the 
only things you can find fault with 
because Puggsy is a truly amazing 
conversion. AN credit must go to The 
Dome for making Puggsy such a 
technically astounding game — the 
graphics are of a consistently high 
standard throughout and the rotat* 
ing sprites and end-of-Ievel 
guardians are reai eye poppers. 

Almost every character animates 
perfectly (the fluffy bunny rabbits 
are particularly gorgeous) and 
there's relatively little slowdown 
(erm,.. except when there are loads 
of those oh-so-fluffy bunny rabbits 
on-screen. Best shoot them to bits,). 

But it's the puzzles and the much- 
vaunted TO! system that really steal 
the show. Because you're given total 
control over what you do and when you 
do It, there's plenty of experimenting to be done as you 
attempt to make your way to the exits. The levels are so 
well designed you can opt to play the game as you like, 
by either making your way directly to the next stage or 
turning over every stone (literally!) in an effort to discov- 
er bonuses and extra lives. What's also excellent is that 
although there is generally only one solution to the main 
puzzles, you can usually discover other ways of solving 
them so you never really become truly stuck. Errn, I'm 
running out of space here so it's time to drastically trun- 
cate this fast bit. The 51 levels are incredibly taxing. The 
musk Is more than ear-gratifying. It plays like a dream. 
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A1200 

Wot as much slowdown on the At 200. and 
that's about yer lot. There are no plans for a 
C032 version just yet. although that may be 
subject to change. But then again, it might 
not. Who knows? 



CD32 















E V I E W 




It's funny, you know, but I was real- 
ly dreading loading up Championship 


A 5 00/ 6 0 0 


■ 'm always constantly surprised 
land amazed at how long football 

■ management games tend to 
hang around the Amiga charts. At 
the time of going to press. Premier 
Manager 2 (which was reviewed In 
September '93) is at Number Five In 
the Hit Parade, whilst Championship 
Manager J 93 (a relative oldie, having 
been appraised way back in May) 
resides at Number Six. 

If nothing else there appears to 
be a huge demand for this kind of 
game and fans of the genre seem 
likely to buy anything even vaguely 
management-related. So it comes as 
no surprise to discover that Intelek, 
the programming team behind the 
highly successful Championship 
Manager series, have come up with 
yet another footy management 
game, but this time with a 'differ- 
ence' - you take control of a team 
from the Italian Serie-A or Serie-B 
leagues. 

Along the way you can attempt to 
qualify for all the major European 
Cups, along with the Italian Cup and 
the Anglo-ltalian Cup, as you try to 
keep your team at the top of the 
domestic league. The features the 
game includes are almost identical 
to those of the rest of the series, 
although some aspects have been 
slightly tweaked to conform to any 
differences in the way the Ital- 
ians deal with things like trans- 
fers and so on. 


Before any game, be it a friendly or 
a vital cup match, you need to select 
your squad and pick a style of play. 
Almost every statistic you can think 
of can be displayed so that you are 
able to accurately work out each 
player's best position. 
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There's obviously nowhere near 
enough space here to describe what 
you can do within CIVll, but anyone 
who's played the demo will have a 
good idea of the vast range of 
options and info the game contains. 

I get the impression that if you 
like management games you're 
going to splash out on a copy of 
Championship Manager Italia 
whether I like it or not, so anything 
I've got to say will obviously not 
make a blind bit of difference. But if 
you've never played d footy man- 
agement game before then read on, 
I think you'll find the comments fair- 
ly interesting... 


We love football here at The One. Well, 
Simon Byron does a bit, so that's why we 
handed him Intelek's latest offering. 


Championship Manager Italia runs fine on the 
A1200, and unsurprisingly there are no plans 
fora CD32 version. Okay? 


Friendly fron the 
Via del Hare 

Mattel injured by Negro 
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Your progress 
throughout each 
match is 
displayed using 
three bars which 
fluctuate 
depending on 
how well you're 
doing in each of 
the three areas; 
defence, 
midfield and 
attack. Any goal- 
storing opportu- 
nities are 
indicated by the 
text messages at 
the top of the 
screen. 
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Mctpary 
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manager itana. I realise that it s 
wrong to have preconceptions about Pu w*h*r. mtetek 

games before you give them a fair D*»*top»r: 

In-house 

chance, but football management - — - — 

titles usually leave me feeling non- f T7.99 Out Now 

plussed. So what is it about Hard bisk installable 

Championship Manager Italia that " 

warrants a hefty 89%? I suppose - b 

Mo mo* y I tirshs 

that anyone with a passing interest iwb J 2 
in football is keen to try his hand at 
management, and it has to be said A fTA! 

that Intelek's latest really is the best Q J [Q 

of the bunch. It may not appeal to ' .^ 7 ^ 

those who prefer flash graphics and j jj — 

gimmicks but in terms of reairsm and R/ll 

options it can't be knocked. The 

range of features is quite simply - - ■ - . ■■■■ — - 

breathtaking and it’s obvious that 

Intelek's experience with their previ- 

ous titles has been put to good use. 

Some may argue that the time the ^ (jfjW 

game needs to set itself up initially jdfak jUlO 

and update the transfer list is a bit - 

excessive, and to some extent it's 

true — there is a lot of waiting time Mil 

throughout the whole game. But M fQ 

Championship Manager Italia runs over 

40% faster than its predecessors, and no- 

one really grumbled about their speed (apart from me). 

Even if you've played all of the other Championship 

Manager games to death r I'd still advise you to snap up 

Italia. It offers a fresh challenge with different teams, 

and at £18 represents real value for money. 
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LOOK FOR THE 
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COLLECTOR'S PACK- 
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MOTION PICTURE 
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"It's a game Jim, bur nor 
as we know If" 
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Life's a gas for David Upchurch, which is 
why he was more than keen to review this 
debut release from Apache 


on't you just love being in 
control? Puff and Biow, the 
M " eponymous Super Methane 
Bros, do. Which is why they're less 
than happy when their sensible^ 
mundane, ordered lives are turned 
upside down by evil mystical forces. 
The full story of their tragic plight is 
far too diched to go into here, but 
suffice to say that the upshot of it 
all is that the twosome are trapped 
inside a giant clocktower, and the 
only way to escape is by tramping 
through each of the tower's 125 
platform -end owed chambers. 

Of course, this is not as easy as it 
sounds, mainly due to the maraud- 
mg nasties who are intent on Puff 
and Blow's demise. Quite why they 
hate our cutesy heroes is never made 
clear, but I'm sure they have their 
perhaps P&B didn't wipe 


(Above) Occasionally you'll 
encounter massive, bonus-laden 
chests tucked away in a sealed part 
of the screen. Hidden somewhere — 
normally in the most out-of-the-way 
place possible — is an invisible 
switch which 'll open a pathway to 
it. Certain parts of the screen also 
contain hidden bonus items and 
half the fun of the game comes 
from finding out where they are. 


reasons 

their feet before entering the tower 
and have been treading mud into 
the nice carpets. 

Luckily, the boys are armed with 
special methane guns with which 
they can trap the baddies In gas 
bubbles. Once ensnared, the helpless 
baddy can be sucked up and then 
blasted into any nearby wall, where- 
upon they'll metamorphose into a 
shower of bonus items. You can’t 
help feeling a double-barrel shotgun 
would be a lot simpler and far more 
effective, but you know what these 
cutesy game characters are like. 

Should Puff and Blow gas and 
bash all the nasties, they get a few 
seconds to mop up any goodies left 
lying around before they're whisked 
off to the next single-screen level. 
Along the way there are power-ups 
— - both good and bad — to collect, 
secret features to discover, a variety 
of foes to defeat — in short, all the 
^ good things you've come to 
& expect from modern platform 
I japery. 


(Below) Super Methane Bros boasts a 
whole cavalcade of bizarre power-ups 
and collectibles to pick up. They 
appear at random points on each level 

and they're fairly easy to see thanks 
to their huge size compared to the 
bonus items. Some of them arc help- 
ful — giving Puff and Blow faster gas 
guns or speed shoes, for example — 
while others are a right pain, especial- 
ly the reverse-controls icon. 


(Above) Every 25 levels the disk 
drive will whir and you'll come 
face-to-face with a super baddy. 
Although they vary in attack pat- 
terns, the basic rules for dealing 
with them remain the same for 
each — suck up any objects lying 
around (such as these tomatoes 
here} and then lob them at the 

mega-nasty's weak spot. Defeat it 
and you'll win a key part (shown 
left) — get all four and you'll be 
released. 












AS 00/600 


Publisher: Apache 
Software 

>?ueioper: In-hoUS? 


Joystick 


You'd have to be deaf, dumb and 


(Above) You can gas as many nasties as you like, but your gun can only suck 
up one at a time. It's not wise to leave a gassed nasty floating around un- 
sucked for too long as the effects of the methane will eventually wear off, 
releasing the by-now extremely hissed-off baddy. By the way, do you see 
that outline of a door? Find a way to open it and you'll be whisked off to a 
bonus-packed secret level (shown fop-right). Oooh! 


In two-player mode boti'i players 
compete to bubble the baddies and 
grab the bonuses first. There's no 
real interaction possible — the best 
(or rather., worst) you can do IS fire a 
sucked-up baddy at each other, 
which is a bit of a stupid idea as it’ll 
cost your partner a life. 


Later levels introduce objects that 
you can pick up with your gun and 
move around, like these blocks. The 
idea is that you're meant to use them 
to get onto the higher platforms. 
Trouble is, it's very easy to suck them 
up when you intended to grab a 
baddy, leading to the loss of a life 

(Below) Should you dispose of all 
the nasties within the time limit a 
playing card will appear. If you man- 
age to collect four cards, one from 
each suit, you'll be transported to a 
secret chamber (left) where you'll be 
awarded with an extra life and a 
pleasant jingle. Aaah, as the puke- 
some little boy from the Werther's 
Originals ad says. 
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blind not to notice that Super 
Methane Bros bears more than a 
passing resemblance to the classic 
coin-op Bobble Bobble. In fact, if the 
two games were any more similar 
Taito would probably be "phoning 
their solicitors and issuing writs. Of 
course, there's nothing wrong with 
such blatant, er, "tributes' (as far as 
the gamesplaying punter is con- 
cerned, anyway) as Team 17 proved 
with the superb budgeter Qwak. 

Sadly, however, Super Methane Bros 
falls some way short of being a clas- 
sic. It's the playability of the thing 
that’s its main flaw — the sprites, 
although pretty, are just too large. 

This, combined with the slightly stodgy 

control, makes skillful manoeuvring 

* 

around the cramped screens a real headache. The labori- 
ous task of trapping, catching and then bashing the mea- 
nies is not that fun or instinctive either, and after 
prolonged play it rapidly becomes a bit of a chore. The 
two-player mode is lacking too, as it's very hard in all 
the claustrophobic confusion to work out who’s sucked 
up a nasty and who hasn't. On the plus side, however, 
there are loads of interesting secrets to discov- 
er, which helps prolong the game's longevi- 
ty. Don’t get me wrong — SMB 
isn’t a bad game and there’s a 
fair degree of enjoyment to 
be had here, but if you’re on the 
look-out for a decent Bubble Bobble 
done I’d advise you to save fifteen 
quid and seek out Qwak instead. 


CD32 


Super Methane Bros detects if you've got an 
A12Q0 and loads in enhanced graphics — 
though, to he honest, they look no different to 
me. And there will be a CD32 version — more 
news on that soon. 
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olf. Huh. Good God y'all. 
What is it good for? Abso- 
lutely.,, Hang on. Some- 


Matt Broughton once got a ball through the windmill door and up 
the alligator's bottom during a round of crazy golf, so who better 



thing s not right here. Do you ever 
get the feeling that you've made a 
bit of a mistake? Ocean did, and 
that s why you J li never be able to 
get hold of their last golf game, 
International Open Golf Challenge, 
Simon was the lucky lad who 
reviewed IQGC back in September, 
when it managed to earn itself a dis- 
tinctly unimpressive 51%, not to 
mention such comments as 
"Supremely average," As you might 
imagine. Ocean weren't exactly 
thrilled at the prospect of putting 
out a game with such legends as 
'Crap' or Don't buy this' written on 
the box, so subsequently made the 
decision to scrap the game. 

But, here we are again (you'll 
notice Simon's nowhere to be seen 
this time, though) faced with an 
Ocean box featuring lots of green 
stuff, a large number of 'holes' and 
a lot of sticks to hit balls with. I am 
of course referring to The Ryder Cup. 
(I've watched Bruce Forsythe. I know 
what I'm talking about.) 

In Ryder Cup you have the chance 
to play as part of the European or 
American team as they 'slice', 'hook' 
and, er, 'Golf' their way across any 
of the four locations on offer (The 
Belfry, The Fields, The Island or The 
Village - Cm not a number, I'm a free 
man!), and have all the facilities a 
modern golfer could wish for. 

You'll be playing with and against 
some of the world's top golfers, so 
grab your best stick (I think you'IJ 
find they're called dubs - David) and 
wear some ridiculous trousers, as we 
find out whether this is a fuil and 
fruity game, or just International 
Open Gold Challenge wearing a 
different pair of pants. Hey, 
let's scratch and sniff. 


to take a look at Ocean s second visit to the course? 


(Below) This control method is much 
like IDGCs, where you first choose 
the shot's strength using a power 
meter (no reflexes required - just 
pick your power) and then target 
over the ball using your cross-hair. 
There are two versions of this sys- 
tem; one where the target moves 
left and right, leaving you to move 
the sight up and down and fire 
when ready, and the other being the 
'wobble' method, where the ball 
does its best to get out of your way 
and you fighting to keep it in the 
centre. This is the more challenging 
of the systems, but doesn't exactly 
call Upon any golfing skills. 


(Right) Ryder Cup is pretty helpful 
when it comes to options and 
information, with constant 
updates on the state of play. 
Before each shot, the computer 
will remind you of the hole being 
played, the distance, the par, and 
tons of other stuff {nicely put - 
Dave,), The wind's strength is 
shown in the bottom left, with 
your current club's maximum 
range displayed beneath, and your 
golfer's position control to the 
right of that. The options in the 
top panel are, from left to right; 
view on the ball (i.e. watch from 
behind, watch from in front), map 
facilities (inset), exit to menu, 
'golfer options', and action 
replays. The 'golfer options' 
include such actions as hide golfer, 
hide flag, landscape grid, shaded 
landscape and show wind 


(Above) Ryder Cup is quite kind in that it offers you a number of different 
control methods. This variation is based upon the more standard 'stop the 
power, set the slice' system, where you click to stop a power bar as it 
moves through an overall strength cycle. Once you've clicked for strength, 
the bar will return and must be stopped again in the blue area to 
determine whether the ball is struck in the centre, or with hook or slice. 
This calls for good co-ordination, and just a touch of luck. The computer 
players always use this method, so if you want to 'eh and copy their 
settings, this is how you'll have to do it. 






Well, it took a bit of luck to get here, but I've finally made it onto the green. 
At this point, you con choose from a couple of options that will moke things 
easier, such as having a contour grid on the ground, as well as turning off 
the 'golfer* graphic, allowing a better view of the shot in hand. As with driv- 
ing shots, you are given the distance to the hole before you take control, 
and must use your judgment to stop the power as it rises on the putter bar. 
You can't affect the direction of your shot on the green, so it's all down to 
some careful timing with the strength of your put. 



(Left) The game features a tew nice 
sonic touches which for most part 
are samples of 'thwacks' and 'plops' 
as you make your way across the 
courses. Birds chirrup happily to 
themselves, and, come that glorious 
moment when the ball finally drops 
into the hole, the sampled crowd 
erupt. It has to be said that the 
crowd aren't too selective about 
their enthusiasm, though, and will 
cheer at you even if it's taken half an 
hour to get through one hole (quite 
often they cheer at you just for tee- 
ing off!). Damn. I've just lost again. 


A golf course wouldn't he a golf 
course without a thousand nasty 
lakes and sand bunkers to lob your 
ball in, and Ryder Cup is no excep- 
tion- Of course, I only did this SO that 
I could show you what it looks like 
when you play like a donkey (I'm 
sure. - David) but should you be 
unfortunate enough to lose a ball in 
this way, you can choose to either 
lose a shot and play from the same 
position again, or take a random 
drop near the penalty spot. 




&&&*- <L3>i£k-~~ 


Clicking on the 'ball with arrows' 
icon in the bottom control panel 
accesses a 'chip' menu, which can be 
utilised to change the way you.,, er, 
chip the ball. This is particularly use- 
ful when stuck in amongst trees as 
you can shoot low to dear hanging 
branches, or lob over the top if 
you're far enough back from the 
obstruction. It's also good for land- 
ing on the green without the risk Of 
running past into other hazards such 
as bunkers or lakes. 



(Below) Before any play starts, you must first select the teams for the chal- 
lenge. You can either let the computer do this for you, or take over as team 
captain and select your own players and matches. You then take control of 
the top player in your team and start play. After each hole's been played, 
you return to this menu and can chose to jump into the shoes of your other 
team members and play holes for them. Obviously, the score board also lets 
you know how the overall team is getting on, and thanks to me going eight 
points down in my individual match, Europe aren't doing well at all - doh! 
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I'm going to have to be a bit diplo- 
matic here. The Ryder Cup is a very 
nice piece of software and no mis- 
taking. But what ultimately makes a 
good golf game? Is it the atmo- 
sphere? Pretty graphics? Mice 
scenery? Well, if it's any of these, 
then The Ryder Cup is a good golf 
game* If it's things like being fun to 
play, or really capturing the feel of 
the game, then I'm not so sure. 
Don't get me wrong — l r ve enjoyed 
playing The Ryder Cup, but when 
you strip it down and remove the 
golf-y graphics! you're really just 
looking at an attractive reflex tester. 
The main problem with Ryder's 
game system is that it does too much 
for you. It always sets you in the 
best position, it always picks the 
best dub, and you don't even have 
to aim when you're putting. It also 
shows you too much of what the 

allow- 


Pubfisher: Ocean 

Dc LH efop e-r: 

In-house 


£25,99 Out Now 


Hard Pilk luste liable 


Joystick/ Mous'e 


Disks 


Mernery 

2Mb 


computer opponent is up to 
mg you to watch exactly where he 
shoots and how hard, and then copy /I I'Y 

it with minor changes to gain the | J | Q 

advantage- Okay, l F ve been nasty, but ^ ,v-.j 

now let me be kind- It looks gorgeous- The 
speed the screen updates is a million times better than in 
its predecessor, and the animations are all very believ- 
able. Unfortunately, though, you never really need to 
pay much attention to the pretty graphics and such 
because if you know the hole's 75 yards away and your 
club's maximum range is 115, you simply set the power 
bar accordingly and try to hit the ball as accurately as 
possible. Once you get the hang of it all, your reflexes 
will rival next door's cats f but I doubt you’ll feel like 
you've just pJayed a round of golf. I'm the first to admit 
that I'm no golf fan, and perhaps if you are you’ll get a 
lot more out of this game, but for me* it's a nice, but 
ultimately repetitive reflex game. Play before you pay. 


There will be no standard version of Ryder Cup, 
but the CD32 version it on its way as we speak- 
This version will feature the gorgeous 256-tolour 
AGA graphics that this A12Q0 version sports. And 
very nice too. 
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| Batman certainly won't be returning to these 
pages, thank God, because there ere no plans 


for am A 1 2 0 0 or CD32 version. Great. 










T he cave was cold but I perse- 
vered, confident that the old 
man in the market place was 
right. "Aah-harrr, me hearties/' he 
had mumbled, "I'll tell you a tale of 
Pirates! Gold (apparently he was an 
extra in a MkroProse game]. Deep 
within the desert, there be a cave 
containing riches beyond your 
wildest dreams. The diamond in the 
rough, or something, Anyway, enter 
it and grab what you can." 

It was becoming harder to see. 
Striking a match, I reeled with shock 
as the amount of treasure was 
revealed — the old man was right, 
Strangely, I discovered an old lamp 
perched incongruously atop a billion 
quids' worth of gold. I brushed aside 
the thick layer of dust, hoping to 
translatethe inscription etched into 
its base and was surprised by a puff 
of smoke which rapidly formed a 
humanoid shape. 

"Nanoo, nanoo," uttered the mys- 
tical figure, "seize the day, and all 
that crap. I'm Mrs Doubtfire and 111 
grant you three wishes. Okay?" 

I asked for money end he gave me 
a quid. 

I asked for better looks and he 
handed me a mask. 

I asked for him to ensure that the 
^ Batman Returns computer game 
\ would be a fitting tribute to an 

64 excellent film whilst still 


The best way of 
dealing with 
enemies is to 
smash them in 
the face. What 
this translates 
into in game- 
playing terms is 
holding your 
finger on the 
firebutton wile 
the had guys 
run into you. It 
really isn't very 
exciting. 


Early on, you'll come across these 
scary-looking blokes on bikes who 
tear around from left to right 
attempting to run you Over. No prob- 
lem, Bats, just leap onto that there 
ledge and they'll do you no harm, 
Mmmm, really tough, that- Later on 
you'll actually have | 0 kill them. 
Great, eh? 

remaining a fully-playablp game in 
its own right. 

The last thing he said before his 
disappeared was: "Sod off — I'm not 
that powerful." Funnily enough, he 
was right. I hate life sometimes. 


W] 


There are certain crimes against 
gameplay which you just can’t for- 
give. Convicted offenders include 
Super Sports Challenge, Dangerous 
Streets and Tornado, and they're all 
currently serving life in a top securi- 
ty prison. Unfortunately (and It real* 
ly pains me to say it), Batman 
Returns is about to be banged up 
with them, because this film conver- 
sion is nothing short of crap. In 
some ways it's very similar to 
Fatman — only worse, in fact, l 
think that even Fatman's dire con- 
trol method is an 
improvement over 
this load of plop — at 
least you could jump 
diagonally in that game. 

The film's moody atmosphere isn't con- 
veyed in any way. Yes, some of the back- 
drops are quite moody, but the sprites 
bear little or no resemblance to their cel- 
luloid counterparts and Batman himself 
looks more like Gitman. When you consider that Ocean's 
conversion of the first film was infinitely more playable 
than this (and it had 3D bits in it), you have to question 
the sanity of those responsible for messing up Batman 
Returns so badly. Why are you doing this to me, 
Gametek? Did you purchase the licence out of spite so 
that you could force me to humiliate myself in front of 
The One's readers? Well, I hope you're pleased with 
yourselves. And I hope you don't intend to retire on the 
profits you're not going to make from this embarrassing, 
embarrassing game. Sob. 


■ ■ 




Simon 'Batman' Byron gets his teeth into 
Gametek r s Batman 'Crap' Returns. 


Like any good plat- 
form itar. Batman 
is capable of leap- 
ing out of harm's 
way. Trouble is. get- 
ting him to jump 
diagonally i$ a real 
pain - you have to 
push up and then 
move right or left, 
which is hardly real- 
istic or instinctive. 
Or fun. 
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After an epic struggle cf good 
against evil, the Demon King sought 
refuge far away in time: where his 
magic was forgotten, and where he 
could lick his wounds and recover his 


Yet he had not counted on the will 

of a young Samurai warrior. He 

followed the Demon into 

24th century Japan, to 

ancient Japan and 

finally, confronted 

the Demon in his 

mountain throne 

where the King was 

prepared to try 

anything to defeat him. 


OUT NOVEMBER 


FOR THE AMIGA 


All of his demonic forces 
have been summoned to 
his aid, all of his tricks and 
traps have been set, all of his 
power is directed against you. 

Only the wisest and the most honourable 
of warriors can defeat him- 
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of 'humorous' text in the manual 
and you're left with the task of guid- 
ing Jack across several different plan- 
ets as he tries to raise the necessary 
cash before the 28 days are up. You 
have a number of objects to find and 
use, and a number of bars to fre- 
quent filled with characters to Inter- 
act with. 

So with that, put on your best 
point- p n '-click trousers and never for- 
get jack's three steps to success: (1) 
never wear a watch in bed; (2) 
always wash behind your ears, unless 
to don't want to; and (3) if a police- 
man isn't corrupt, he's stupid and if 
he isn't stupid, he isn't a policeman. 

Jeez! I hope the game is better 
than the manual! 


the gutter, but being taxed as if I am 
in fact Paul McCartney. 

Jack T. Ladd is in a similar position 
(i,e, owing the tax people an enor- 
mous amount of money), but the tax 
office of the future, the Interstellar 
Revenue Decimation Service (IRDS), 
is a bit more blatant than that of 
today. While today's tax office will 
just take your money without any 
notice, the IRDS will offer you 28 
days to make the payment or face 
death. In that order. All goods 
belonging to your family and friends 
for the following IS generations 
become the property of the IRDS 
and, in general, you're stuffed. 

So where does this leave you? 
Well, plough through the 31 pages 


believe that I can relate to this 
plot. I was once the proud owner 
of a shining company car and 
used to get paid enough money to 
not only eat on a regular basis, but 
to afford accommodation above the 
level of 'cardboard box'. Ah, happy 
days they were — but I gave them 
up gladly just for the chance to work 
with David and Simon. 

Now call me foolish, call me irre- 
sponsible, but I was under the 
impression that when you stopped 
receiving decent pay and gave back 
your car, your tax contributions 
would in some way reflect this {silly 
of me really, I suppose). But here I 
am anyway, not only living off lun- 
cheon vouchers and coins found in 


Hang on! What are Harrison Ford 
and Bob Dylan doing here? Oh well 
The conversations rely on the stan- 
dard 'pick a line, any line' system. 
To initiate a conversation, you sim- 
ply click over someone with the 
'mouth' icon and they’ll have a chat 
with you. Unfortunately, the game 
sometimes allows you to talk to 
irrelevant people, which can lead to 
tons of painful and fruitless conver- 
sations listening to poor gags. Ha- 
ha, they're so funny. Ha-ha, No, 
Don’t. I've wet 'em. 


It's often hard to work out which objects 
are needed and which are just set dress- 
ing. The easiest way to deal with this prob- 
lem is to move the eye icon over the screen 
— as it passes over useful objects, a 
description will appear underneath the 
enlarged view at the bottom of the screen. 
Then, by switching to the lens, lack can 
examine the object and the hand icon can 
then be used to pick it up. 


A great deal of lUC's gameplay is based upon the Dizzy 
theory of giving people what they want. A quick, conver- 
sation with the head, er, 'lady' of this house of ill-repute 
reveals that if I return her pawned vase, she'll give me 
something in return. Phwoar! Unfortunately, she's more 
likely to give me a strange object that someone else 
wants, who in turn will give me .... and so on and so on, I 
think you get the point. 


The Subway is the best way to travel to 
more distant areas of the game. This shot 
also gives you an idea of how 'busy' the 
inventory tan get. Inventory objects can be 
used on each other (i.e using silver foil on a 
coin produces a fake token) though, as you 
might imagine, it's a bit hard to do this if 
you can't see what you're carrying! By the 
way, note the auto-mapper in the bottom- 
left corner of the screen — very handy. 
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A game about a thief who's hunted by the 
tax office? Matt Broughton would appear 
to be the only person able to comment 
realistically on Psy gnosis' latest adventure. 
Unless he's already stolen our copy of the 
game that is. 




\ 



IUC plays over a fair number of locations, some of which can be walked to, 
some of which must be travelled to via the Subway system. You actually 
need to have created a token to travel but once you do you're entitled to 
free travel from then on. It's as simple as it was in, say, Flashback - just 
jump into a waiting train and jump out when you arrive where you want. 
Note the tittle 'walking man' icon over the bench. This is the general cursor 
that's used to direct lack around the screen and from location to location. 



Grm, yes. Not bad, I suppose, but not 
great either. I'm left a bit confused 


Disks 

10 
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here, because there seem to be a 
number of silly elements in this 
game that really spoil it, this first 
being the mouse control. For some 
•reason, even though the general 
speed of the game is good and the 
animations run at a decent pace, the 
mouse cursor seems to suffer from 
some sort of defect, it judders 
around the screen, and considering 
how fiddly they've made picking up 
an object makes performing any 
action about as unbearable as it gets. 
Though in some instances your cur- 
sor is quite obviously over the 
required object, the game still 
doesn't recognise it as being there. 
This means that you end up using 
the *eye r to position the cursor until 
you get a text description (not as 
easy as it sounds with this cursor, 
believe me) and then trying to freeze 


Publisher: Psy gnOSIS 
Pevetaper: 

Divide By Zero 
£34.39 Out Now 

Kurd Disk Imtd liable 
Mouse/ Keyboard 


Mtmery 
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At certain points tbe game will treat you to a set- piece animation which 
will typically result in you receiving a handy object by some tenuous 
means. Here, just by buying a drink I've managed to start a sequence 
where some mobster types have a huge row and kill each other, awarding 
me with a deflector ring. Fortunately, these sequences can be skipped — 
although you're advised to watch them the first time round. 
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your position until you can switch to 
the pick-up icon and collect it. In JW 

general the main graphics are good /III U 

and the animations are decent, but | y Q. 

I'f I make no comments about the sound 
other than saying that I bet you'll turn the 
music off after a couple of minutes and play the game in 
silence. The conversations are fairly enjoyable, and 
though the humour doesn't always quite make the grade 
at least you get to see some faces and feel like you're 
dealing with different characters. The puzzles are of a 
medium difficulty, but they're all a bit too 'straight' for 
my liking. By this I mean that someone will tell you what 
they want* you'll go and find it and then give it to them. 
They'll then give you something that someone else 
wants... and so on. Though I realise this is the basis of all 
adventures, you're just more aware of it in this game for 
some reason. Ultimately, this isn't a bad game by any 
means, it just seems to lack the sheen of quality that 
Simon The Sorcerer or Beneath A Steel Sky has. Still well 
worth a look if you enjoy adventures, though.. 


;||vl could really 

do with a drink 


it 

i i ... 
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The game run* more smoothly on an A12QQ, but 
there are no plans for A1200 or C032 specific 
versions as yet. Of course, I could he wrong. 

But then again... (Oh shut up! — David.) 













Having just had his nan's 
lack Russell follow him around 
for a month, Matt Broughton would seem to 
be the only one qualified to look after Pres- 
tige's little pup. SIT AND 5TAYI 


goodies, some which award 
bonus points and others that 
bestow Tim with weird powers, 


Here we a see a general shot from 
the game, with me taking out a 
pesky flying thing with my balls (!) 
while my faithful mutt catches up 
with me, Doofus always lags a sec- 
ond or so behind, so make sure that 
when you avoid an obstacle you 
time things so that Doofus doesn't 
then jump straight into whatever it 
was you've just got past. Stupid 
dog. DOWN! 

T he creators of Doofus * Pres- 
tige - are a German company, 
and I'd like to thank them per- 
sonally for one of the most appalling 
bits of manual translation ever, My 
personal favourite sentences include 
such gems as {to be read in a poor 
German accent) "Tim was playing 
with his football and suddenly there 
was a big bang and he got a pass 
out" and "But at least there was also 
Doofus, his faithful, but also a bit 
clumsy dog with him, arid he has 
proofed more often that he can find 
the way home even better that Tim 
himself." Pretty good huh? 

Anyway, after much head -scratch- 
ing I managed to deduce that Tim 
and his dog Doofus have been mys- 
teriously teleported to a strange 
world and must now find their way 
home. You take the role of Tim, of 
course, who must run and jump 
across the platform -laden terrain fol- 
lowed by the ever-faithfull Doofus 
copying your actions a few seconds 
behind. 

Should you or Doofus come in to 
contact with any of the strange ani- 
mals that roam the land, a life will 
be lost. There are also a number of 
abysses to fall down, not to mention 
man-traps and spikes that will all 
result in death if touched. The land 
is also littered with collectible 


Here's us 


enjoying a 
moment of 
invulnerability 
as we travel 
above the world in a soap bubble, 
this is just one of the SIX power ups 
that can be found m bottles along 
the way, or bought from the shop 
(inset) at the end of the level using 
coins collected from dead naStieS- 


As you cross the levels, you'll come 
across a number of doghouses 
which, when entered, allow Doofus 
to enter a bonus round. It s a bit of a 
trolley dash, and you only get about 
ten seconds to grab as many potions 
and bonuses as you can. Head for 
the exit before the time runs out and 
then it's back into the main game - 
armed with all your lovely new toys. 


Some of these powers are plain 
annoying, like the reverse control 
effect which can make the platform 
hopping particularly hair-raising, 
while others offer more beneficial 
treats such as bestowing Tim with 
the ability to send baddies to sleep, 
blow everything up or make Doofus 
invisible. 

Even when not magically gifted, 
Tim still has the ability to shoot nas- 
ties and, by collecting the coins left 
by slaughtered baddies, can save up 
enough cash to buy more power-ups 
from the shops found at the end of 
every level. It's all good old-fash- 
ioned platform fodder, so grab your 
stick and let's be off 1 
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Hard bisk Installable 


Joystick 


When Doofus first came in I gave it a 
quick play and was pretty impressed: 
the graphics were cute and colourful 
and the gameplay seemed nice and 
simple. However, the problem with 
Doofus, which you discover after 
playing it for a while, rs that it never 
really develops, with each level pret- 
ty much the same as the one before, 
only with harder areas to be negoti- 
ated and a few more bad guys here 
and there. Graphically the game also 
suffers from similar problems to 
Flair’s Oscar, i.e. there’s too much 
colour and detail. You won't often 
find me complaining about getting 
too much detail, but in Doofus the 
screen typically looks plain messy, 
with the tiny sprites getting lost 
amidst the gaudy screen furniture. 

As you trundle through the twelve 
levels there are no major graphic or 
gameplay changes (apart from the 
occasional appearance of snow-cov- 
ered platforms later on) and every- 
thing starts to get very repetitive 
very quickly. The difficulty level of 
the game is pretty tame, with most of 
the deaths being caused by you run- 
ning into situations too quickly, leading 
your dog into some trap before you've really had a 
chance to see what's going on. Other than that, it's alt 
down to badly-timed jumps or clumsy falling into water. 
The power-ups work quite nicely, with some interesting 
graphical effects, but again, once you've seen them a 
few times, you lose the *What else is there to see?' 
incentive. This is a cute idea and a cute game that ulti- 
mately lacks any lasting appeal — complete the first 
level and you've pretty much completed them all. A nice 
try, but one that only just makes it past Average. 


There's nothing going on but the rent as tar as 
A120O enhancements go, and to ask whether it 
will be appearing on the CD32 would seem a 
bit pointless really. So move along please, 
there's nothing to see here. 
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FOOTBALL MASTERS 


Quite simply itie best Football management game IS your compute*. 

We have served thousands of satisfied customers during m 4 years of 
fmdin y Over 1 0,000 man hours {during 5 years) lias been dedicated to 
the production of Phis constantly Improving game, It is one of the most 
realistic and accurate represefiraftons of a professional football managers 
annual challenge to tactically out wit and conquer every opponent. 
Managers : 1 to 4 Homan players. Ratings, Performance statistics, sack 
and offers. 3 Difficulty levels. Manager at the month and season 
awarded. Fools, Pick any team in any division to begin with. 

League i Cup : Premier 22 teams, Division 1,2 £ 3 have 24 teams, 
Playoffs, Tables. 7 Cap competitions with precise rules (2 legs, extra 
time, away goal rule, seeded draws, European Cup tables, 5 subs, 
non-domestic player restrictions etc.), Finalist route to glory. 

Games : Yearly fixture/previous list, Week fictures/results, Results frarn 
previous meeting with opponent (goes back up to £ seasons). 


real positions, height, age. Live tiansfer market. Contract & wage 
negotiations, Preferred foot (left/right/M), Loons, Injuries, Training, 
Special talents. Trainees, Goalkeepers {separate skill categories), 
Defenders, Midfielders, Attackers £ Utility, Retirements, Foreign 
transfers, Unhappy players, lap 1 0 Hat shots. 

Team : Training, Tactics (IS different styles), Aggression, Formation 
allows specific prayer field settings (Leftwinger, Sweeper etc.). 

Club : Sponsorship, Ground improvements, View opponent, Finances 
The Match : Real time scoreboard repaying goals £ injuries yellow/red 
cards, Sound effects., Interventions permitted ot any time to 
change tactic, formations and moke subs. Physical graphical penalty 
participation (optional). Over SO different referees. 

Other ; Fast load/save, Printer access, 20 Options to set various 
game preferences, Instruction book. Easy to ploy. Technical support. 
Plus : Over 1 Of) other meticulous refinements impossible to list here. 
Editor : Allows vow to amend various items in saved games. £12 Extra 
Scottish ; Dedicated version details available upon request. 



EASY TO PLAY Animated 



joystick or Mouse. 


STABLE 

™ MASTERS V£ 


This game has been designed ro he as dose b real racing as pnssihle. 
five years of development by a clever racing expert has led fa the 
second revision of this flat Horse Racing Simulation. 

Up to 4 players con participate as Owner Trainers with the primary 
objective of becoming the tap rated trainer, in respect of prize money 
won, at the end of each racing season (March to November). There 
a<e up to 35 other intelligently controlled computer trainees to compete 
against and compare your personal performance. 

Id achieve this aim you must discover o potential champion and train 
them so that they become capable of competing well and winning any 
o : the 47 big prize money races (Handicap nnd Group), eg, The Derby 
To give you an idea of the tools provided in this game to assist you 
reaching your objective we have listed the main features below:* 

■ 250 horses each with over 60 independent variables. 

* 26 different race courses (2 all weather}, real life characteristics 
mirroring the diversity of racecourses in the UR (descriptions provided). 

World Gup Gricket Masters 


A fantastic graphical ond/or tactical representation of Cricket that has 
been completely written by a traditional fan. You can physically 
participate wiiti hatting and/or howling or leave it to the computer to 
Dutanoatically handle. See lull feature list below 


CRICKET MASTERS 


This Is a purely managerial cricket manager game that concentrates an 
strategy and includes plenty of relevant statistics. The game has been 
designed and developed by a true fan of the sport. It replicates everything 
Jhai a real manager lias to contend with and it's a totally unique 
production dial anyone with an interest in Cricket should experience. 

A summary rr the main features is shown below:- 
■ AXA EQUITY £ LAW 1 8 league county teams, SC 1 avers per game. 

* 4 Cup competitions including Benson £ Hedges. Nat West. 

* 20 different match umpires with accurate names end strictness, 

* Accurate player deteds Surname, height and age. 

* 27 dferant player attributes, Most skills have a direct impact on the 
effectiveness of each individuals actions during a simulated match. 

* cosy piuyer selection. Ail game text is clearly presented. 

* Batting and bawling averages. Top batting and bawling tables, 

* 3 Different training intensities to boast batting, bowling or Field ng, 

* Weather, pilch and light often make an impact on ground condition. 



* Full match highlights let you 
watch the action ball by ball with 
tub graphics and/or realistic 
sampled sound effects for 
significant events (Fours, Umpire 
decisions, etc.) Inferventidits are 
permitted at any time to change batting tactics or fielding platings. 

* 3 Batting/Bow ing classifications {Normal, Attack and Defend) . 

* Choice of 1 5 different field placing;. 

* Fu I scorecard results with best batting and bawling figures 

* Other staff (Physio, Ground keeper, Scout) con be hired and fired . 

* Annual league figures listing, Current week and last league results. 

* View current cup competition draws and historic records. 

* Real time transfer market, Player contract and wage negotiations, 

* Sponsors, Printer access. Finances, Poor ground fines, Manager rating 

* 15 Options to alter game preferences, Load/Save game, 

■ Instruction book with plenty of samples. 

■ Plus many more fine details that we are unable to list here 



• 20 Jockeys who vary in ability and hacking fees, Orders £ Feedback. 

• Formboak and Win Summary Cards cover the previous 200 races. 

• Animated race display or just the result. View Declaration List for races 

• Very informative report by Head stable lad. Tipsters. Bookmakers. 

• Rccecnrds similar to racing press Reel life. Handicaps t Race Types. 

• Viruses, Injuries £ Vets. Load/Save game. Many other items included. 
Version 1 is available upon request (Simple training £ betting) @ £15. 



Open National tipping Competition 1991 
by Rocedl, regulated by the Tote, 
joint second, This led fa a serious approach from a well 
national book maker Rejected in favour of supporting the public. 

W inn irrgs Statis tics 1 041 wins out of \ 66, as from 2/ 6 to 1 /9/9 3.’ 
Formula This program tells you exactly what to do. You ore MOT 
permitted to amend our system unlike so many other similar programs. 
How confident can you be m something that invites amendments! 
Reseorr • £ J-dapmerr Three years full time race analysis and 
experimentation to refine arid rest the prediction system, 
nside Knowledge Plenty of unique hints from contacts in the know, 

J ;or I riandly No racing knowledge required, easy to use, tutorial hook 
Restricted Sales : As soon as our programs predictions have a prolific 
impact on the belling adds we will slap accepting new buyers. 

V nthly I, pen Highly recommended option. If any update fails to 
break even wall send the next ana free of charge. From £25. 

Pr ce Increase Highly likely. Buy now before success forces increase 


© 


24 HOUR CREDIT CARD HOTLINE 


GAME OPTIONS 
1 Day limited overs or test. 

White or coloured clothing. 

Three Cricket grounds. 

Load/Save game Skill levels. 
Computer/Human players, 
MIMED ACTION 
Sound Commentary. 

Umpire signals. 

All the strokes cut. pull, drive, etc. 
Appeals, dropped catches, fan outs, 
Bouncers, wktesand no balls. 


STATISTICS 

• Scorecard £ bowling analysis. 

• Weather and ground reports 

• Wogon Wheel 

• Manhattan Chart. 

PIATER VARIETY 

• Rated on 8 adjustable factors. 

• Left and sight handed players. 

• Range of batting types. 

• Editor to amend game stats. 

• Bowler types include seam, 
swing, change and both Types of 
spin with 8 speed levels. 


FRIENDLY CONTROLS 

• Icon driven with point £ click, 

• Large 3D scrolling screen 
coveting tbe entire playing area. 

• Mouse controls bowler's line, 
length, direction field settings. 

• Joystick control of batsman's 
attack level, strokes and 

run ning between wickets. 
VARIABLE CONDITIONS 

• Surface and pate of pitch 

• Ruin, bud fight, cloud cover, 
temperature and humidity. 


| 48 HOUR DISPATCH 
CHEQUE PAYMENTS 
If you have a guarantee 
cheque card or credit card 
please write its number an 
the reverse of your cheque, 
doing so will ensure dispatch 
within 48 hours of receipt. 

| OUR A DDRESS 
ESP Software ■HaaMM 
32a Southdmdi Rood, 
South end-ooSfrci „ 

Essex SSI 2ND England, 
TEL (0702) 600557 
FAX. (0702} 613747 


( 0702 ) 



MAIL ORDERS 


All the programs derailed in this odverf are only waitable try direct moil 


DESCRIPTION 

Professional iootbal Waste is V4 
P.F.M Fciror V4 
Stable Masters V? 

Oracle Horse Tipsier (REP £99.95) 

Cricket Masters 

World f jp Cricket Masters 
Wrestling Masters 


CREDIT CARD NUMBER £ EXPIRY 


12.00 
24.95 
75.00 
24.95 

24.95 

19.95 
I GEM TOTAL 
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Strap some skis to his belly and you ought to see David 'The Lark' Upchurch go. A 




DAVEYjHAVE^ 


L ook, don't calf me unpatriotic 
— after all r I like to wear a 
too-tight Union Jack T-shirt, 
sing 'land Of Hope & Glory' and 
mindlessly abuse the French as 
much as the next man — but you've 
got to admit that Great Britain's 
contribution to Winter Olympic 
Games past has been less than 
memorable. You don't agree with 
me? Alright, then — shout out the 
name of the first British Winter 
Olympics sportsman or sportswom- 
an who comes into your mind. 
Come on, come on,,. 

Sorry? What's that? Torville and 
Dean? The Torville and Dean who 
scored an incredible nine perfect 
sixes and won a Gold Medal in the 
1984 Games? I'm sorry but they 
don't count — after all, can mincing 
around an ice rink like a couple of 
extras from Holiday On Ice really be 
classed as a sport? I don't think so. 

Ah, that's more Nke it - Eddy 'The 
Eagle' Edwards, Who can forget 
cringing with embarrassment as the 
bespectacled geek made a complete 
laughing stock of himself and his 
country with his shambolic ski-jump- 
ing performance at the '92 Games? 
Mot 1, (Actually, I wonder what he's 
doing for work now? Come to think 
of It, Simon started here not long 
after. And he wears glasses too, 
Hmmrn,,-) 

So you see, not a lot to be proud 
of is there? Of course, by the time 
you read this the XS/llth Olympic 
Winter Games at Lillehammer in 
Norway will have drawn to a close 
and you'll know precisely how well 
Great Britain fared. And who 
knows? Maybe our Olympic Team 
came home clutching a treasure 
chest of Gold Medals. But somehow 
I doubt it 

Never mind, though, because 
with US Gold's official Winter 
Olympics tie-in you can use your 
formidable joystick skills to win a 
result for Britain that we could never 
hope to achieve in real life. The 
game offers you and up to three 
chums the chance to compete in 
fourteen disciplines spread over four 
categories. As sports games go there 
are no real surprises here and,., well, 
why don't you move on to The 
Verdict for the rest? You know 
you want to really. 


(Lett) Meet HAkon and Kristin, the 
official mascots for the XXVI Ith 
Olympic Winter Games and your 
hosts on the main menu. From here 
you can select the number of play- 
ers to take part, input their names, 
nationalities and preferred control 
methods, and also choose between 
competing in the full Olympics, fea- 
turing four events punctuated by 
the Biathlon, or a mini 'Olympics, 
where you get to pick the events to 
participate in, Alternatively* if you 
don't feel like you J re quite up to 
competitive level yet, you can just 
select an event and practice it. 


(Above and left) The Biathlon is ft 
test of endurance and skill. Well, in 
real life it is, In the game it's a mat- 
ter of waggling the joystick (ike 
crazy to get your btoke from firing 
range to firing range as fast as pos- 
sible (left), cutting to some 
wrestling with a wobbly gunsigM 
as you try to shoot targets (right), 
Each target missed adds an extra 
minute to your overall time, so be 
careful. The Biathlon is played in 
several stages, and during the full 
Olympic tournament you return to 
it between each of the other four 
events. 
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(Right) There are a number of skiing 
events, namely the downhill. Super' 
G, Slalom and Giant Slalom, but they 
all play in a similar manner, Viewed 
from an angle just behind the skier, 
the task is to get from the top of the 
snow-covered mountainside to the 
bottom as fast as possible while nip- 
ping through any 'gates' (indicated 
by two red flags} encountered along 
the way- If you've played anything 
remotely similar in the past you'll 
know what to expect here. 






There are two ski-jumping events, on at 90m and one at 120m. Your task 
here is to maintain speed down the ramp by keeping your skis straight 
(Shown at the bottom-right screen) by moving the joystick left and right 
and then, once in the air, to hold a graceful profile by moving the 'stick up 
and down. Your final aim is to land without making a mess- Points are then 
awarded according to the length of the jump and the style with which you 
performed it. 
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THE VERDICT 


pfiiblj'rh'tr; U$ Gold 

Developer; 

In-house 


£25.99 Out Now 


Not Hard Disk installable 


Joptick/Keyboard 


MeftiOry 

1Mb | 
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The main problem with Winter 
Olympics is that it’s the sort of 
thing you've more than likely seen 
before,,, around about four years 
ago, to be precise, a time when the 
Commodore 64 was the machine to 
aspire to, 128K seemed like more 
RAM than you'd ever need, games 
came on multiload cassettes and an 
American company called Epyx 
ruled the sports sim seas. But while 
the Epyx games were acclaimed as 
greats in their day, I doubt they'd 
cut the mustard with today's far 
more sophisticated gamesplayer. 

And neither, unfortunately, does 
Winter Olympics. Graphically it's 
about as pretty as you could hope 
for given the obvious palette limita- 
tions of such a snow-bound setting. 

The animation of the player's 
sporty aiter egos* however, is bare- 
ly more than adequate at the best 
of times, becoming plain terrible at 
worst — in the Biathlon your bloke 
doesn't move a muscle when he 
fires, which is hardly realistic, 

Sound is equally disappointing, espe- 

i 

dally the sound effects which are sparse 
and pretty crap with it. This would all be bearable if the 
playability was top-notch but this just isn't the case — 
each event is simplistic in the extreme and success 
depends as much on furious joystick waggling as actual 
skill. Even on the hardest difficulty setting I doubt it'd 



take anyone with a strong wrist long before they have 
Cold Medals coming out their ears. Of course, the argu- 
ment with this sort of game is that it's not intended to 
be played alone but against a gang of mates. Fair 
enough, but given the volume of top two-player games 
about, such as Micro Machines, Skidmarks or good ol' 
Sensi soccer, you need more than a so-so rehash of very 
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Mo winter sports game would be 
complete without a bobsleigh event. 
The key to success here is to main- 
tain the 'best line' around the track 
by altering your sleigh's height as it 
careers along the straights and the 
bends — the helmet of the 
bobsleigher will help you out by tilt- 
ing to indicate if you're moving seri- 
ously off-line. You can also 
participate in the Luge, which is sim- 
ilar to the bobsleigh except the com- 
petitor rides around on top of a big 
tea-tray. Or something. 


There's yet more frantic joystick- 
waggling action in the speed skat- 
ing event. This is actually quite 
tricky to play as you build Up speed 
by waggling from left to right and 
steer by holding down fire and mov- 
ing left and right, which can all get 
quite confusing in the heat of 
things, This is the only event that 
can be played by two players simul- 
taneously. with the screen vertically 
split down the middle giving each 
competitor their own individually- 
scrolling play window 


old ideas if you: hope to compete. Sad to say. Winter 
Olympics doesn't even qualify. 




Things move a bit quicker on the A 1200 and there 
are more objects 'whining' by on the skiing 
sections, but other than that it's the same game by 
and large. There are no A120Q- or Ct>32 -Specific ver- 
sions clogging up US Gold's software 'pipeline. 
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Matt Broughton gets one whiff of power and runs around shooting people without remors 
thanks to Impressions' strategy release. Well, all's fair in love and war! 


W ar. Huh, Good god y'all. 
What is it good for? Abso- 
lutely nothing. Well hang 
on — now that 1 think about it, it's 
very good for games, so I guess 
that's the last time 111 be using that 
old lyric on this page. Yes. one look 
at the screenshots should tell you 
that in When Two Worlds War it's 
time to sit back and prepare for 
some big time killing - and t don't 
mean pouring boiling water on ants. 

Set in the year 2121, you are to 
take the rather superb position of 
controlling a huge amount of one 
planet's resources. These funds are 


same thing. You control things 
remotely through a powerful work- 
station and can involve yourself in 
the design, construction and pilot- 
ing of a number of military units 
(referred to as MUs), 3$ well as in the 
creation of a number of power 
bases, mines, farms and laboratories 
across the globe. 

As your military might grows, you 
can divert funds into improving the 
tech levels of your research to build 
bigger, better and all-round nastier 
weapons and MUs f until you eventU’ 
ally reach the stage where you feel 
strong enough to send your fidget- 


trolled by direct intervention, or by 
using a series of set 'missions' which 
have been preprogrammed into a 
library. At any point you can call up 
a specific mission (e g. one that sets 
an aircraft on a patrol course, or per- 
haps send a space cruiser to the 
enemy planet) and assign it to any 
MU in action. These missions can also 
be programmed from scratch using 
a simple icon-based programming 
language, or by using a clever Q&A r 
system that creates specific missions 
based upon your answers to a num- 
ber of multiple choice questions. 

The player can also choose to play 



If you can't find a preset MU mission 
to suit your needs this is where you 
can make alterations to the mission 


programs' as well as create your ow - 
from scratch. The icons in the bottom 
right are simple building blocks such 
as Goto' or 'Search For', and can be 
pieced together along with specific 
co-ordinates to create lines of instruct 




tions that can then be issued to any 
of your MUs. If the mission is of a 
'patrol' type, the path will be shown 
in the strategic display screen allow- 
ing you to check your coordinates as 
you go. 


to be poured into a major war effort mg troops off into space (where they the game in real-time or as a turns- 
a gainst another planet that, funnily can engage the enemy in battle) and based game, with set actions using 
enough, is simultaneously doing the ultimately on to the enemy planet to up a set number of days in each of 
p — — — ^ . - ■— — cause as much damage a$ possible, the 'months' that the game is played 

V'vilMs * action, the Mbs can be con- in. Come on... let's get killing. 


When it Comes to viewing the action 
there are a number of screens at your 
disposal. By sacrificing some of your 
option panels you can increase the 
screen to dou- 
ble its normal 
width, and 
then by dropping 
the magnification 

you can move out to 
this more tactical view. 

The displays are more simpli- 
fied, but it allows you to view a vast 
area of the planet's surface and keep 
tabs on all the enemy and friendly 
IYIU& moving across it You can still 
take control ui anff&t*|,±hb scale, and 
it's particularly good for planting the 
positioning of your f ar Cities. 


Once the enemy start to appear 
on your planet you can either 

( pick 'Seek & Destroy '-style 
missions for your MUs or, 
easier still, take direct con- 
trol of them In the latter 
case you select MUs and a 
destination for them, and 
the computer will set-up a 
'pathway* to the target. 
Should you click on an 
enemy unit, however, a 
'Pursue?' 1 query wfH 
appear, which can he 
clicked in the affirmative to 
send your lads into battle. 






There is an A12Q0 version of the game out and 
about with enhanced graphics and the obvious 
speed improvements. T'other than that t J ve 
nothing to tell you, I'm afraid. 
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Well, it took me a while to get into 
It, but 1 must say that W2WW is a 
very satisfying strategy romp — it’s 
just a shame it takes so long to find 
behind the bask, unappealing pre- 
sentation and the primitive, less- 
than-friendfy control system. You'd 
be advised to stick at it, however. 
Although the player interface is not 
exactly easy-to-use, once you get the 
hang of it you are rewarded with a 
good level of control over your 
bases, factories and MUs * even 
more so once you start creating your 
own missions. Thanks to the 
extremely flexible starting options, 
which let you alter the amount of 
equipment each side starts off with, 
you can create a game that gets 
moving pretty quickly - 
a boon to people like 
myself who don't want 
to spend hours building 
up armies without even 
a whiff of a 


You start with a fairly bask level of 
technology, but by building Sti-Lab 
facilities you can create a research 
department and set them off in any 
direction you fancy. By setting up a 
schedule of priority, you cart devel- 
op anything from your weapons" 
ranges to your land-based MU i effi- 
ciency over different terrain. 
Research can only continue if you 
have enough labs set up. as each 
'project' takes up a certain amount 
of each Set-Labs' time and effort. 


Once you've set your Sc i -Labs onto 
a particular area of research, time 
will pass and discoveries will be 
made. As new tech levels are 
gained in certain areas of science 
(here, for example, I've moved a 
level forward in air-speed capabili- 
ties), reports will interrupt play 
and inform you of the good news. 
You can now go and add your 
new-found wonders into the MU 
designs that you've been using up 
until now. 
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You won't get very far without any 
military units (MUs), so one of your 
first priorities must be to build up 
some decent-sked squads. There are 
a number of different vehicles at 
your disposal, including subs, space- 
craft, air fighters (shown here) and 
land-based vehicles. As your technol- 
ogy level improves, you can holt new 
features onto these 'Mark 1' models 
as they become available. 
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scrap. And l|ll| U 

™jr white the temptation to Q II A 
use these options to give 
btrrt yourself a huge advantage is 

- J never far away, you'll find you’ll enjoy the 

game more with equal sides, especially as the computer 
intelligence offers a well-balanced level of difficulty. If 1 
wanted to criticise the game in any particular area, it 
would have to be levelled at the sound (which is pretty 
J nothingy' for most of the game) and the general game 
graphics (which are just a bit plainer than 1 think they 
could've been, although the way that upgraded MUs 
’evolve' in appearance is nice). The overall effect of con- 
trolling things from a workstation is pretty well done, 
and you do get a real feeling that you ARE controlling all 
these little people who are just dying to... er, well... die! 
Despite the aforementioned weaknesses, W2UVW is good 
fun, even for non-strategy fans. 


(Right) You can sot the game 
parameters as specifically or as 
vaguely as you want using a series 
of QfiiA menus, and then by alter- 
ing specific elements such as 'How 
many MUs should each side start 
with?' and so on. Once you've fin- 
ished setting the game up, the 
machine will analyse the two side's 
chances and give you a opportuni- 
ty to equal things up or give an 

Hprp you -can thst 

KIAI have a huge advantage over 
HITLER, which may sound good, 
but in honesty will lead to a fairly 
boring game. 


(Below) The constant building of 
research and manufacturing facilities 
is crucial to your success, but before 
you build, you need to conduct a sur- 
vey of the area to find the most suit- 
able location, Sci-Labs are best suited 
to the desert, while power stations 
will be more successful in the ocean. 
Your war effort will grind to a halt 
unless there are enough resources so 
don't neglect them. 
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L iving in London, as I do, \ occa- 
sionally have to travel on the 
Underground. I try to avoid it 
if at all possible typically it J s only 
when the Rolls has broken down or 
my private helicopter is in for a ser- 
vice — because, to be frank, I don't 
enjoy it. 

I don't think I've ever had what 
could be accurately termed a 'pleas- 
ant" journey on the Tube. After all, 
what's 'pleasant' about being jam- 
packed into a tiny carriage with your 
face pressed into somebody's sweat- 
riddled armpit, having to fend off 
money-hungry buskers and alcohol- 
soaked tramps? Nothing, that's 
what. The final insult is that you 
have to pay through the nose for the 
privilege! 

But enough of my ranting. What 
it's all building up to is that Tube 
Warriors, the latest release from 
Dynabyte (the Italian developers of 
the entertaining Nippon Safes Ene.}, 
is a beat'em-up in the Street Fight- 
er 2 mould set inside a series of tube 
stations. 

Bizarre, eh? But true, According to 
Dynabyte, all the world's rock-hard 
geezers and geez esses like 'Going 
Underground' — and by that I don't 
mean that they're big fans of an 
early &0s Number One by The Jam — 
when it comes to sorting out who's 
the rock-hardest of all. 

It's all pretty standard stuff, with 
\ the usual array of weirdo fight- 
\ ers, special moves, exotic fight 
I locations and so on. In fact, if 




(Above) Each fight takes plate in a 
different station around the city, ft's 
possible for the fighters to- hop 
between the near and far platforms, 
but it's not exactly easy to do or, to 
be honest, worth the effort. 




And in the red corner... Each charac- 
ter has a special move that's 
accessed by holding down fire. 
However, it takes so long to activate 
that your opponent will normally 
have floored you before you have a 
chance to use it. 


You can only choose which charac- 
ters you want to be in two-player 
duel mode. As you can see from this 
shot, the graphic quality is top- 
notch. Ahem. 

you've played any beat-'em-up 
released in the last couple of years 
you'll know exactly what to expect. 
What you won t expect, perhaps, is 
that Tube Warriors is arguably the 
worst Amiga beat-'em-up. Ever. For 
the reasons, read on... 
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isn't life full of surprises? Last 
month, there was us thinking that 
Flair's Dangerous Streets had to be 
the last word in awesomely awful 
beat- 'em -ups but no! — here comes 
Tube Warriors ail set to make us 
rethink just how bad games can get. 

The big pity with Tube Warriors (and 
Dangerous Streets, come to that) is 
that the basic engine for an excellent 
Street Fighter 2 done — or even a 
perfect conversion of the coln-op 
Itself — is in place. Trouble is, it's 
obvious that having written it the 
programmers have no idea what to 
do with it. The backdrops, for exam- 
ple, move as nicely as any in Street 
Fighter, with loads of top foreground 
and background parallax effects, but 
they're just so drab and unexciting to 
look at. Likewise, the fighters are 
poorly drawn (something of an 
understatement, to be honest) and 
stiffly animated, but they bounce 
around swiftly enough. Now I could 
Jive with ropey graphics if the game- 
play was any good but, to be blunt, 

It's a mess. The joystick control is 
sheer crap; if you simply want to walk 
left and right you have to make the charac- 
ter take each step by tapping the joystick in the required 
direction, so you can imagine what a nightmare the com- 
bat moves are to pull off. There are many other things I 
could go on about — the crude presentation, the fact 
that you can't choose your character in one-player mode, 
the duff sound — but I think you get the idea. I took this 
home to review over the weekend and even my girl- 
friend, who still thinks Space Invaders is advanced com- 
puter entertainment, recognised it as crap. Stay well 
away for fear of contamination. 
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You lucky people! There *re mo plans for a eut- 
down AS 00,6 00 version or a port-over to the 
CD3Z, Phew-iel 
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France for £1! Holidays for £8.50! Just two of the offers you won't find within The 
5un’s first computer game, as Simon Byron discovers... 


H ite, some would say, is better 
in The Sun. Others, however, 
would argue that the paper is 
a scurrilous, seedy rag which stops at 
nothing to humiliate prominent pub- 
lic figures by digging up sordid 
■skeleton in the cupboard 1 stories 
that pander to the lowest public 
tastes, Let me say that J certainly 
wouldn't — but hair-deficient pop 
maestro Elton John might. 

The Sun has previously highlight’ 
ed the alleged dangers of computer 
games so it seems strange for the 
paper to be endorsing 
one themselves, 
but that's 
"jP * ^ exactl y what' s 

g* * happened 

\ here. Snap- 

^ m perazzi, the 

VVjf ' The Sun's first 

y* foray into the 

^ exciting and 

glamorous 
aP world of video 
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entertainment, 
has been design- 
ed by two of the 
V paper's 

V \ , \ .. employees who 

have handled the 
computer games section in the past. 

Vou play Snapperazzi, a news 
alien from planet Dirt whose job it 
is to journey across the galaxy taking 
pictures of various news-worthy 
beings These snaps are worth 
increasing amounts of cash, without 
which Snapperazzi can't survive. 
Along the way there are wacky crea- 
tures out to reduce your health 
points or nick your cash. If you run 
out of either, Snapperazzi is sacked 
from The Sun and forced to spend 
the rest of his life being a nauseating 
git writing a celebrity gossip page. 
If nothing else, The Sun's self -gen- 
erated publicity for Snackerazzi 
should translate into a colossal 
amount of sales as the more gullible 
readers take their comments as 
Gospel. But that's the power of the 
media for you. What you, the dis- 
cerning Amiga owner, wants is an 
easy to digest and brutally honest 
appraisal of the game, which is 
s. what you'll find to just over 
\ there to your right 
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Money makes the world go 
around, as I'm sure you're more 
than aware, so it comes as no 
surprise to discover that 
Snapperazzi's main goal in life is 
to bank as much dash as possi- 
ble, There are plenty of gems to 
collect along the way, increasing 
Snap's supply of readies. 


To leave a level, Snapperazzi needs 
to take pictures of the resident 
megastars, However, film is in limit- 
ed supply so you need to keep an 
eye on the total and collect more if 
necessary. Whenever you lose a life, 
the level's film stock is reset so you 
should never be too far away from 
a top-up if you're running low. 




The problem with mopping up the 
gems is that they aren't really 
that valuable. A better policy is to 
take pictures of the various 
coloured stars which populate 
each level, all of which are worth 
varying amounts of money. 

Whenever Snapperazzi runs out of 
cash he loses a life. The main 
finance-draining culprits are shops 
which rapidly reduce your collateral 
and these platforms - you can land 
on a smiling walkway without any 
worries, but as soon as the faces 
turn sour your cash depletes quick- 
er than Dave's in a sweetshop. 














No platform game would be com* 
plete without a few enemies a rid 
Snapperazzi is no different. Some 
give chase on sight while others 
are content to mill aimlessly 
around without much purpose in 
life. Each time a foe brushes past, 
you lose some energy and when- 
ever if reaches zero you go one 
life down. First aid kits can be dis 
covered throughout every level, 
increasing Snap's health supply. 


Sub games pop up from time to 
time to provide a brief respite 
from the platforming action. 
From what 1 can can gather, 
there are fourteen of these to 
discover, ranging from Tip-Top 
Tennis (bat the ball at the Page 
Three, er, 'beauty') to something 
called Petris (can't for the life of 
me think what that's based on). 


* 
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The Sun recently proclaimed that 
Snapperazzi'S colour-cycling back- 
grounds are innovative and tech- 
nically stunning. It couldn't be 
farther from the truth — we've 
seen this effect umpteen times 
before. In a car- 


kind of way 
they've 
made this 


effect 
optional, so 
epilepsy 
sufferers 
needn't 
worry. 
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Well, l f m more than surprised, i think 
everyone fully expected Snapperazzi 
to be the biggest pile of steaming 
excrement this side of Dangerous punisher; Alternative 
Streets, but thankfully it appears Software 

that this is not the case. Don't get 

, £19.95 Out Now 

me wrong — there s no way 

Snapperazzi is going to pick up any Hard Disk installable 

awards this year, but it's moderately 

enjoyable and quite a challenge to 

Memory I !/ Disks 

boot. The Sun has extensively cov- | 2 

ered the game since its conception 

and frequently proclaimed that §M' ^ MQ 

Snapperazzi includes 'exciting and 'yp JLrO 

original gameplay', but, as I'm sure 

you have gathered, this is perhaps ~jG • j em 

just a little economic with the truth, J fQ 

There's nothing here which we TTnfflRffl 

haven't seen countless times before — _ — i 

and in terms of presentation there's Ng 0 1 /y 

a great deal lacking. Many of the __ J^a—J 
game's features are shoddily imple- —■ 
mented and reduce the game's over- v L U y 

all credibility. For example, there are 
better and more noticeable ways of *■ 

informing the player that he's col- T* H 

lected the required amount of L II wW 

Chewits than just flashing the side J Q 
panels - not the most player-friendly 
game feature in the world. Also, some of 
the game's hazardous platforms are a tad inconspicuous 
at first, meaning that you'll spend some time trying to 
work out exactly why you died at a certain point* When 
all's said and done, there's no way in the world that I’d 
give this the big thumbs 
up The Sun is expect- 
ing, but it's not a bad 
little game 
and certain- 
ly nowhere 
near as bad 

as every- ■ 


as every* 

one feared. So phew-ie for 


that, then! 


It’s highly unlikely that the game will be 
revamped for an A12D0- or CD32-speufk 
release, so I wouldn't hold your breath for it. 













In another of his hilarious food-related misunderstandings, David Upchurch thought you 
killed vampires with 'steaks', which explains why he was so keen to review Psyggy's 
movie tie-in. Fat idiot... 


t's now over a year since leg- 
endary movie director Francis 
Ford Coppola — the man respon- 
sible foriiijch classics as Apocalypse 
Now, The Godfather trilogy and, er. 
Ticker — unveiled his highly-stylised 
version of Bram Stoker's classic hor- 
ror novel. With its emphasis less on 
the tale's horror elements and more 
on its romantic aspects, it was a 
unique, if flawed. Gothic vision and, 
as such, perhaps not the most likely 
candidate for conversion into a com- 
puter game, 

Dracula was released onto the 
Mega Drive and Mega CD towards 
the end of last year to a frosty — 
some would say hostile reception 
from the console mags, And, I'm 
afraid to say, it's unlikely the greet- 
ings from the Amiga press will be 
much warmer. 

Agreed, Dracula was never going 
to be easy to turn info a game, so 
full marks to Psygnosis for trying. 
There are rather fewer marks award- 


ed, however, for the actual execu- 
tion, (This is beginning to sound like 
a school report form!) 

The game is essentially a very sim- 
ple arcade adventure. You are the 
young hero Jonathan Marker (you 
may remember him as the character 
played by swoonsome Keanu 
Reeves, who had obviou sly bor- 
rowed Dick Van Dyke's English 
accent from Mary Pap pi ns for the 
duration of filming) and it's your 
task to journey to Transylvania, infil- 
trate Dracula's castle, locate the 
blood-sucking demon and end his 
reign of terror. And you'll probably 
get to snog Winona Ryder too, (Yes 
please! — Simon.) 


What this epic quest boils down 
to is a lot of wandering around hor- 
izontally-scrolling passageways, col- 
lecting useful objects and using 
them elsewhere whilst fending of 
Dracula's never-ending supply of 
minions until you eventually face-off 
against ol J Big Teeth himself. To be 
honest there's so little to the game 
that I don't want to go into detail 
here, or else I won t have anything 

© to write for the picture captions. 

Fangs for your attention... 
1 (Look, I’m sorry, okay?) 
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Dracula is split into six self-contained stages, each made up of a maze-like arrangement of rooms, corridors and 
stairs where Marker's task is to find the vampires' coffins and destroy them, thus effectively consigning them to 
death. Then, once this is done, there's the obligatory end -of- level nasty to face before you move on to the next, 
more complicated, more coffin-riddled stage. 


(Below) Now this is what I call fair — 
I've been ganged up on from all 
sides by this vicious band of rats, 
spiders and disembodied hands. It 
might not seem like that deadly a 
situation, especially given the unim- 
pressively small size of the 
creatures, but given the slow control 
response and the joystick wrenching 
it takes to get the attack moves to 
work it's a lot more dangerous than 
it looks. 


Phew! Look out, Street Fighter 21 Beware, Mortal Kombat! Dracula shows 
how computerised combat should be done! 1 Look at that range of moves; 
punch, kick and, er. another punch — fab! Special moves? Pah! Who needs 
complicated joystick manoeuvres when getting even these simple attacks 
to work is an achievement in itself? 
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There's a limited number of helpful items to collect along the way; the main 
ones of note being the Chalice, which rejuvenates your health (shewn by 
the pot of blood in the bottom-right; of the screen}, and the Cross. The 
Cross is the nearest to a power-up you get in Dracula , as once you've got 
one you can use it a limited number of times to send out beams of undead* 
slaying religious excellence. 



The end-of-staqe meanies, which appear when the last coffin is dispatched, 
are distinctly unimpressive, being little larger than the game's hero and 
having very uninspired attack patterns. They take the form of either one of 
Dracula's Brides or of Dracula himself in one of his many animal shapes, 
Provided you've saved a hit of Cross power they shouldn't pose too much of 
a problem. 
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Marker can pass through most doorways he encounters, but some arc locked. 
However, hidden away in dark, dank corners of each stage you'll find little 
red keys which can be used to unlock these otherwise impassable portals. 
Trouble is. as the locked doors aren't marked in any way it's easy to forget 
which doors you've been through and which you haven't. 
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Time was — and it wasn't that long 
ago — when the arrival of a new 
Psygnosjs game at EflAAP Towers 
would send a wave of excitement 
through the hordes of cynical hacks, 
and they'd ail gather around the 
nearest Amiga to see what visual 
and aural treats the Scouse scally- 
wags had come up with. With their 
recent releases, they’ve gone some 
way to rejuvenating our enthusiasm 
but if Oracufa is an indication of 
what's to follow then I can’t see 
that trend continuing. The game is 
appalling in fust about every 
department. For a start, plot bears 
no real resemblance to the film's 
whatsoever. I know this is a trap 
many movie tie-ins fall into but it's 
particularly bad in Dracula's case, in 
fact, change the graphics and this 
could so very easily have been a 
poor Shadow of the Beast done. 

Talking of graphics (and I suppose 
we must) the backdrops are grey 
and dull, and the monochromatic 
sprites — especially the bats — get 
Tost all too easily in them. The anima 
tion is laughable too, especially that of the hero Harker; 
when punching and kicking he looks like he's trying to 
disco dance — badly — and jumping he resembles 
Norman Wisdom doing a ‘Mr Grimsdale', The combat — 
more than a little important in a game of this nature — is 
something of a Jet-down too, mainly due to difficulty of 
pulling off the fiddly fighting moves and the shoddy col- 
lision detection, meaning that success is due more to 
fuck than skill. The stake through the game's heart is 
that the task of hunting down the coffins is plain boring, 
and is made even more so by the laborious trudging back 
and forth through the levels you have to do. With this 
game Psygnosis have rewritten vampire legend, turning 
Dracula from a bat into an out-and-out turkey. 



Will Dracula rise again and continue his reign of ter- 
ror On the A12n0 or thp CD327 Fr. no. 
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Matt Broughton is a lucky man. Not only does he have a full head of hair and the sort of 
chest Kate Moss could only ever dream of, but he also gets to look at all the updated 
A1200 and CD32 software. Lucky git or what? 


SABRE TEAM 


A1200; Krisalis 
<29.99 


I was once a dedicated reader like 
yourself, and I too believed every- 
thing that The One told me, Of 
course, I now know that there are 
gross inaccuracies in everything we 
say and do (are you sure we should 
let the readers know that? - David.} 
taut that didn't stop me acting upon 


the words of a then-youthful staff 
writer by the name of Simon Byron, 
who told me that Sabre Team was 
worth 81% and "one of the most 
engrossing action strategy games 
around". 

So I went out, bought it and thor- 
oughly enjoyed ft, although I agreed 



with him (you'll not see that hap- 
pening again now that l work with 
him) that the computer's turns took 
a bit too long. But here, a year later, 
is the A1200 version, boasting some 
extra sausages. Let's have a look, 
shall we? 

If you're not familiar. Sabre Team 
is an action strategy game, where 
you take control of a small team of 
SAS lads as they work through a 
number of missions involving rescu- 
ing hostages from such scenarios as 
a jungle and an Embassy siege. It's 
ail turn based, with each team mem- 
ber having a limited number of 
'action points' to spend on moving, 
shooting, etc, per go. 

As far as I'm concerned, the orig- 
inal game only really suffered from 
the computer thinking time already 
mentioned which sometimes lasted 
nearly a minute, in this A120Q ver- 
sion, however, the computer only 
takes two or three seconds at most 
to make its moves, improving the 
game's playability and flow no end, 

Krisalis have also taken it upon 
themselves to make a number of 
extra Improvements such as an 
intelligent password system, 
new music and a bucket load of 
sampled speech that intro- 


duces each of the missions. Mo - 
static 'scene screens' have bee- 
added, boosting the already heavy 
atmosphere. There's also a fast star 
option, where a team and the 
weapons are selected for you, letting 
you get straight Into the action. 

In addition, the icon panel no. 
features a 'Go To' option, allowing 
you to select an area on the screer 
for your man to walk to, rather thar 
having to take it step by step on the 
compass points. 

The overall graphical improve 
ments plus the speed, added mus-: 
and excellent speech make thh 
already impressive game an absolute 
winner for anyone with half an inter 
est in action strategy. I would've ret 
ommended it before, but now I fee 
it only fair to scream 
"Buy it!". -apL 




liquid. Morph must collect pieces of lab equip- 
ment from four zones, and needs to negotiate 
a number of traps and puzzles, only possible 
with careful control of his form (clouds don't 
like extractor fans etc,) I'd recommend this to 
fans of the genre, but £35 for a straight port 
does seem a bit steep. 


CO JAMBOREE! 

Yep, more of the same, as we take a look at 
some old releases that have been ported 
across to your faithful CD32. 


MORPH 

Millennium £34.99 

I covered the A1 200 update of this interesting 
arcade/puzzle game back in the October 93 
issue and awarded it a handsome 34%. Well,, 
here it is again, in all its A1 200 version glory — 
only this time on your CD32. The story revolves 
around a young lad called Morris Rolf (Morph 
to his friends) who's been left in a unstable 
molecular form following an accident in his 
mad professor friend's lab. 

He*s now quite literally become a 'morph' 
and can change between four states of 



— 


SEEK & DESTROY 
Mindscape £25.99 

Blummy lummy! T'was only last issue that 
David reviewed this game (78% Overall) and 
here It is, already ported across to the CD32! 
Weli done chaps, that's the sort of thing we like 
to see. considering the fact that by now you've 


probably played our demo (it was on Novem- 
ber's coverdisk) and read last issue's review, it 
seems a bit pointless giving you a game syn- 
opsis, but needless to say that you are the pilot 
of a heavily armed Apache helicopter sent to 
complete a number of dangerous missions 
across hostile territory, 

You have a wide number of weapons at your 
disposal, and can also collect ammo from 
destroyed bases across the landscape as well as 
rescue hostages from POW camps. David's over- 
all opinion was that the game was great fun 
to play but lacked in lasting appeal and, to be 
honest, I have to agree, Excellent stuff nqne- 
t he- 1 ess though, and a worthy addition to your 
collection. 
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Replays! Replays! Two for under f 26! Cheaper than yer full-price! And Just look at the 
incredible choice you've got... 


With the film stuck in development hell longer than any 
other in cinema history, Robocop 3 must be the only movie 
licence to be out on budget before the film has been 
released! Despite this dubious honour, though, Robo III is 
quite simply one of the best licences ever to hit the Amiga, 

After a year or so of criticism regarding platform/driving 
game licences (Batman, Darkman et a!) Ocean kicked back 
by farming Robo 111 out to D.I.D Using the film's story’ 
boards they created a stunning multi-stage blaster which 
incorporated both vector graphics and beat-'em-up action! 

The game's plot sees OCR taken over by a huge Japanese 
company who aim to create a new city where Detroit cur- 
rently stands. However, the citizens living there refuse to 
move, so the Japanese conglomerate employ a SWAT team 
to entice them to change addresses. Now free of his prime 
directives, Robo sees that something is obviously awry and 
steps in to heip the beleaguered populace — and this 
licence picks up from there. The game starts with Robo driv- 
ing around a 3D city but later scenes add first-person maze 
sections and a series of shoot' em-ups as the plot unfolds. 

Quite simply, Robocop 3 is fantastic. It successfully mixes 
a limited palette of blues and greys with bitmapped graph' 
ics and polygons to create a dark environment. The assort- 
ed alleys and roads are suitably bleak, and the atmosphere 
generated is nothing short of incredible, In addition, the 
game plays well too — the 3D is the most interactive 
youYe ever likely to see A stunning game, Robo 3 should 
be the first item on your list of directives. 1MB] 


ZOOL 


ROBOCOP 3 


Gremlin's 'Ninja From The Nth Dimension' recently died a death on its assorted console 
versions, but now hes back licking his wounds in the best version of this colourful plat- 
former. Zool is the self- proclaimed guardian of the universe and yet another bad guy has 
stepped in with an invasion force to take the over the galaxy. Armed with a sword, a gun 
(which appears to fire Smarties)' and magical capabilities, Zool has been dumped at the 
start of the first world and left to battle his way to the guardian lurking at the end of 
the very last. 

Each of the worlds is based on a theme — food, tools, music, you know the sort of 
thing by now — and patrolled by all manner of similarly- inspired foes. Thus while explor- 
ing Sweet World Zool is attack hy Liquorice Allsorts and jellies, all of which are easily dis- 
patched by a swing of Zool s trusty cutlass or a shot from his gun. Annoyingly, however, 
the nasties regenerate off-screen — and a little too quickly for my liking, making the game 
frustrating to play. 

The problem with Zool is that Gremlin had originally intended for it to he an Amiga rival 
to Sonic — fast-moving, plenty of action and colourful. And while Zool is indeed a visual 
treat featuring loads of bright characters, it never gets the chance to rival Sonic due to a 
number of irritating faults. 

For instance, whilst Zool is perfectly capable of outrunning the little blue hedgehog, he 
never gets the chance 
because as soon as he gets 
going he stumbles into one 
of the aforementioned crea- 
tures — and with three hit 
points you can't afford to 
do that too often. This 
means that a potentially 
speedy game is reduced to 
a walk-through affair. Ves, 

Zool may well be Gremlin's 
hero but he's got a long 
way to go before Mario, 

Sonic the Hedgehog and Co. 
should begin to worry. [MB] 










WAR ZONE 


Remember the days when you couldn't go into the local 
arcade without seeing countless Guerrilla Wars,, Ikari War- 
riors and Commando machines dotted between the Drag- 
on Ninjas and Operation Wolfs? So do Core - and Warzone 
is best described as the Derby company's 'tribute' to the 
many who died In the aforementioned coin-op battles. 

A one- or two-player game r Warzone is a five-stage blast 
with the player and a mate yomping upscreen in search 
of well, people to kill In the midst of the many gung-ho 
baddies firing back are a handful of hostages tied to poles 
and your only real objective (aside from wanton destruc- 
tion) is to free these unfortunates. 

To aid your task, medical kits and power-ups can be 
found In the shape of small red cross parcels and metallic 
tins. The former replaces one unit of energy when collect- 
ed, but the latter contains weaponry which is a different 
kettle of fish entirely. Not only can you pick up the likes 
of the customary homing missiles and flamethrowers, but 
Core have added bazookas and chaingu ns just for a laugh . 
What's more the effect each weapon has on the enemy vary 
too, and we defy anyone not to laugh, the first time they 
see a bad guy singed for standing too 
dose to the flamethrower! 

As is typical of most Core games, 

Warzone is a bit of a visual treat. 

However, whilst it looks better than 
any of the Commando clones, it isn't: 
as much fun. The action is often a lit- 
tle sedate and a pattern soon emerges 
allowing the player to second-guess 
the enemy troops. It would have been 
much better if you could storm 
upscreen guns blazing but, hey, never 
mind - this is cheap and, despite its 
faults, still worth a gander, [DUi 


The Hit Squad £ 12.99 

Although it took an age to appear. Arg- 
onaut did themselves proud with Birds Of 
Prey, it has to he said. Even today it offers 
more planes and things to shoot than 
most of its rival flight si ms. According to 
the unlikely scenario, NATO and the East- 
ern Bloc are engaged in an almighty bat- 
tle. With a squad of forty different planes 
at your disposal, your aim is to smash the 
enemy in assorted dogfights whilst simul- 
taneously ensuring that everything back 
home is hunky-dory. 

As such. Birds Of Prey is a much more 
involved sim offering more to do than 
most of its rivals. But, of course, there's a 
downside. After all, there may indeed be 
loads of planes to select from, but the mis- 
sions themselves are a little staid and 
samey, no matter which of the planes you 
opt to use, I mean, there are only so many 
flaps on a plane to wiggle, and they cer- 
tainly don't seem to vary THAT much! 

Despite the repetitive missions, Birds Of Prey is still a worth- 
while budget release. Techy buffs will love it because it has so 
many planes, weaponry systems and it attempts to be one of 
the most accurate flight sims to date. However, having said 
that, fans weaned on more recent, action-packed sims such as 
Guns Kip 2000 and the like will find it a little too dull in 
the exciting action , 

department. [MB] 
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ASSASSIN 

SPECIAL 

EDITION 


Ah, good olid Team 17. Infa- 
mous Northern beer-drinking 
giti that they are, they have 
managed to stick two fingers 
up at the console invasion by 
releasing stunning blasters 
and platform games which 
people thought only Sega and 
Nintendo could do. 
irk which case, it did seem 
rather strange that their 


RISKY WOODS 


WIZ 


ZKID 


The Hit Squad £ 9 .99 

Another game which for a while seemed to destined to 
star in a 'Where Are You?' article. Wizkid is Sensible Soft- 
ware gone mad. The sequel to the classic C64 blaster Wiz- 
ball, Wizkid sees the original game's spherical hero con- 
tinuing the family tree with a young son — the Wizkid of 
the title. However, Wi* senior has been kidnapped, so it 
falls to young Wiz to go and get him. Still with me? Good. 

Wizkid is a strange but playable hybrid of Arkanoid and 
platform gamestyles. Depending on whether Kid has a pair 
of legs directly beneath his pea-green head (see, I told you 
it was weird), he either has to clear a succession of screens 
of bricks whilst KQ-ing the assorted baddies which roam 
the area, or solve a number of object-related puzzles. 

By rights such an obtuse mixture shouldn't work hut — 
as with Vic and Bob — Wizkid hangs together rather well. 
It would have been all too easy for it to have fallen into 
a Sensi Ego overdrive game, with loads Of in-jokes and the 
like, but Wizkid J s humour actually works in the game's 
favour. Wizkid is also extremely playable — a winning 
point in anyone's book. The Arkanoid-style screens are 
easy to play yet to reach the later stages requires genuine 
skill!, and the puzzles are funny without being obscure. 

In all, Wizkid is a brave departure from the normal 
area de/adventure style — - and innovation like this 
shouldn't be ignored, so if you missed it first time round 

make sure wizkid is 

on your list of 'must OyJ^ 1 

get' priorities. [DU] 


In the so-called good old days of the C64 and Spectrum 
there was a company called Dinamic whose games were 
released through Ocean. Games like Army Moves, Game 
Over and Freddy Hardest won them their reputation — 
not one of quality, though, but one for games which 
were so unjustly tough you'd be bald after playing them 
for a week. 

Risky Woods saw Dinamic's return to the computer 
scene and whilst it has a lot in common with past Dinam- 
ic games — bright, attractive graphics and plenty of lev- 
els — Ft thankfully isn't quite so frustrating to play. 

An evil wizard has cast a curse across your fair land 
and encased the monks who protect it in stone. As the 
only person capable of freeing them (the rest must have 
had notes from their mums), you must traverse a series 
of horizontally-scrolling stages, leaping chasms, fighting 
foes and generally re-enacting every platform game you 
have ever played before! 

As our baggy-trousered hero wanders from left to 
right, care must be taken to battle the skeletons and 
demon which attack, whilst avoiding spiked pit traps and 
falling rocks, This may sound easy, but several frustrat- 
ing factors soon make things harder You want annoy- 
ing? How about this? Whenever a skeleton lunges at you 
when you're standing on the edge of a platform, you 
always get knocked into the chasm behind! Grrrrrrr. 

Little faults like this and the game's over-tenacious 
baddies stop Risky Woods being the fun game it should 
be. Average, and nothing 
more than an adequate 
budget game. [SB] 


Strider lookalike, Assassin, 
starred what could only be 
described as a bit Of a weird- 
looking jessie. And, even 
worse, he was armed with 
some rather pathetic 
boomerangs — not the hard- 
est choice of weaponry in the 
world. 


True, this didn't particularly 
spoil an excellent game, but it 
was like when you used to 
play 'The Professionals' at 
school — nobody wanted to 
be Doyle, they all wanted to 
be Bodie. And Assassin's hero 
was a bit of a Doyle. Well, 
with the advent of Assassin's 








rerelease as a budget title, the 
Team 17 gang have taken the 
chance to make the hero a hit 
more butch and give him a 
gun — an Assassin: Bodie Edi- 
tion, if you will. 

Well, apart from the most 
obvious change, the rest of the 
game has also been tweaked 
quite substantially in several 
key areas. Most noticeably, the 
previously-huge levels have 
been broken up into a series of 
$m*lj stages, which means 
that you don't have to restart 
from a far and distant point 
any morel 

This is a major plus in this 
re re lease's favour, and it's 


really good to see that Team 
17 obviously listen to the crit- 
icism their games receive. 
After all, if a game had an 
extremely annoying fault 
first time round, why should 
we buy it for a tenner less if 
it still doesn’t play that well? 

So there you have it; an 
excellent Strider clone which 
out-does the Capcom game it 
was based on. It looks better, 
it plays like a dream and 
there's plenty to kill — what 
more could you ask for! Buy 
it. [SB] 




Ocean linked up with Smiths' Crisps to licence their Quaver-crunching Curly Colin character for 
this unusual puzzler - although, to he honest, for the all the relevance Push Over has to cheese 
snacks it could have heen the ftibena berries or the Gold Blend couple! 

Based on the domino-toppling antics you used to see on Roy Castle's Record Breakers all 
those years ago. Push Over sends Colin into a series of surreal levels with just one intention - 
position the dominoes so that pushing the specially- marked 'Start' tile will in turn knock over 
every domino on the screen. 

However, these dominoes aren't like the ones Roy and Norris are used to as they cart do things 
like split into two, fly upwards or form a platform. As you can expect, as more and more of 
unusual additions make an appearance clearing the Screen gets progressively harder 

Although there's no doubting Push Over ts a very nice idea, it has to be said it's hardly excit- 
ing, The action is a little too laid-back, with none of the frenetidsm of classic puzzlers such as 
Tetris or Columns, and it takes so long to see if your careful manoeuvring of the dominoes has 
worked that it can be extremely annoying to have to wait to see If one slight rearrangement 
makes any difference. 

In addition, as the many styles of domino are added one at a time, it takes ages before you 
can make it on to the later stages — by which time I doubt if you'll want to bother. If you can't 
sleep, give Push Over a whirl. Otherwise, spend the tenner 
on a big box of Quavers. [DU] 


WOLF 


Corkers £ 9.99 


The subject of Lycanthropy rears its hairy head as Core's Strider-esque platformer bays at the 
moon for a second time. Actually, out of all of Core's games, this is one of the most disap- 
pointing — Frenetic not withstanding! 

Released shortly before Heimdall, the Derby-based company must have had a bit of an off- 
day as, despite looking quite impressive, Wolfchild plays like a dog. Controlling the said Wolf- 
man, the player has been set the unenviable task of rescuing their father from the hands of 
an evil kidnapper. Thus, starting as a human, you start off scouring a huge metallic spaceship 
in search of the power-ups which will unleash your wolvine side. Oh yeah, and you can also 
shoot the multitude of baddies which wander the many platforms. And that's it. 

Ves, as a wolf, the player can climb, run and jump — but the action is so slow-moving you 
won’t want to bother exploring the mud mines and forest which rear their ugly heads later 
on. In addition to the problem of the game's slow nature* it also suffers from offering abso- 
lutely nothing new to the platform genre. ) mean, there's only so many times that a game 
such as this can throw up a boss creature at the end of the stage. The idea was getting on a 
bit when Wolfchild was 
released two years ago, so it 
could be carbon-dated these 
days! 

Generally* Derby-based 
Core Design can be relied 
upon to create either classic 
original titles or superb 
revamps of old ideas. With 
Wolfchild they failed on both 
counts. Needless to say, it 
isn't recommended. [MB] 


PUSH OVER 




CRUISE FOR 
A CORPSE 

Kixx XL £ 14.99 



This is very much the forgotten Delphine game ■ and 
what a pity. Recalling the adventures of Hercule Poirrot 
(the David Suchet version with the slug under his nose, 
not the lardy Peter Ustinov version), Cruise is an Agatha 
Christie- style adventure, with the player stepping into 
the white leisure suit of a 30s detective hero. Set on 
an opulent cruise liner, a murder has taken place so by 
guiding the slick sleuth through the game's many 
rooms, it's up to you to piece together any dues you 
may find to discover who did the dastardly deed. 
There's a large cast to interact with, and more red her- 
rings than in a Bird's Eye factory — but fun Is the main 
thing on the agenda. 

Cruise was another brave attempt by Delphine to 
combine their chunky sprites with a cartoon-style envi- 
ronment. The ship's decks are stunningly detailed, and 
the game also uses a number of unusual 'camera' 
angles to display the assorted goings-on, adding a true 
movie feel to the game. The sprites are far from intri- 
cate, but they move fluidly, and Detphine's use of cut- 
away shots is apparent throughout. 

Overall, whilst the effect makes the game look rather 
different from the normal adventures, there's more 
depth in Cruise than the likes of Flashback and Anoth- 
er World. The game looks superb (loads of close-ups 
of objects and stricken faces), and the crime will take 
most people quite a while to solve, This is the game 
US Gold's Murder should have been, but it was defi- 
nitely second time lucky for U5G r and you shouldn't 
miss it this time 

round either, [MB] ms 
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LOTUS 3 



Sy the time Gremlin got round to releasing Lotus 3, it has to 
be said that developers Magnetic Fields were obviously start- 
ing to run out of ideas. After all, the first Lotus offered 
unbeatable two-player action and the fastest road update the 
Amiga had seen, and the sequel offered a full-screen one- 
player mode which Still managed to keep the road moving 
smoothly — it even had more cars, So what COilfd they do 
for the third game? Er, more detail in the trees? Birds in the 
background? Pushto ike parked by the roadside? 

Instead, they decided to leave the main game as it was and added a construction kit. Mot 
a new idea admittedly — and one Gremlin themselves had already used in its easily-forgot- 
ten Combo Racer — but one which works well never-the-less, Yeulme, from the comfort of 
your armchair you can sit back and add all manner of twists and turns to a track of your mak- 
ing, whilst choosing the scenery and adding any other obstacles you deem necessary. Great. 
Well, that's the theory. Personally, I always get a bit bored of track designers as I can never 
toe bothered to finetune them and stick to creating tracks which only serve to wreck my 
Lotus, 

As such, Lotus 3 seems like a bit of a redundant title. Yes, it still offers good road-racing 
action (but nothing Lotus II didn't have} and, yes, it looks realty nice — but there's still no 
major difference. That just leaves the track designer to 

warrant the extra cash and, to be honest, 1 don't think ^ 

it is enough to justify a purchase, [SB] 



THUNDERHAWK 


Mac Avery's first game for Core aimed to produce the fastest 
polygons the Amiga had seen and a flight sim which virtually 
anyone could pick up and play — and, to everyone's surprise, 
he succeeded on both counts. Wrapping yourself into the 
heavy sheepskin-collared jacket of a veter- 
an 'chopper pilot* Thunderhawk drops the 
player into a number of battle scenarios 
which they must sort out using whatever 
means they decide upon. 

The first thing that impresses about 
Thunderhawk is the simplicity of the con- 
trols. The mouse controls everything from 
the speed of the helicopter to turning it and 
activating its weaponry. This is what sepa- 
rates Thunderhawk from the likes of Gun- 
ship and its kin, as the Core game may not 
win any prizes for its complexity but when 
it's so much fun to play such carping seems 
rather academk- 

The second impressive feature is that as 
soon as you're whizzing around in circles, 
marvelling at how easy the whjrlybird is to 
control, you'll notice the fast-moving and 
rather detailed vectors used to depict the 
many backdrops and buildings. Yes, Thun- 
derhawk not only plays well — it looks fan- 
tastic, tool 

This combination is simplistic controls 
and fast update — not to mention the 
countless missions on offer (from bombing 
buildings to destroying convoys) - make Thunderhawk the best 
entry to the flight sim genre you could ask for. At this price it's 
a steal — so if you missed It first time round, don't make the 
same mistake twice. (SB) 
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With heimdall under his belt 
Core's artist extraordinaire, 
ierr O' Carroll, turned his 
attentions to the movies with 
this stunning-looking plat- 
former. Cast as a hapless film 
editor, you awake one day to 
find the rough prints for your 
latest cinematic hit nicked 
from under your very nose. In 
all, six reels have gone AWOL 
and must be recovered if you 
are to save your job. Thus 
begins a rather samey plat- 
former which excels in the 
graphical department but is 
sorely lacking in both speed and playability. 

Each of Premiere s worlds is based on a separate movie 
theme — Keystone Cops, Westerns, Sci-fi epics, etc — with 
the nasties within tieing in accordingly Controlling the 
game's large and well-animated hero, the basic gameplay 
revolves around avoiding hits from the aforementioned bad- 
dies littering each screen and collecting dynamite and space 
guns to fight back with, Similarly, the film sets are punctu- 
ated by doors which, if opened, take our hero round to the 
back of the set (complete with struts holding the two-dimen- 
sional facades up!) where where he's most likely to find extra bonus objects. 

All this jumping and lobbing stuff paves the way for a larger guardian lurking at the end 
of the stage — and these merit extra praise. Take, for instance, the Wild West boss. Appear- 
ing directly ahead, the basic aim is to beat him in a draw — but if you draw too soon, you 
lose automatically! 

ideas like this raise Premiere above the majority of the platform jetsam knocking around, 
but not high enough to retrieve the sadly inadequate gameplay. Premiere was fairly impres- 
sive when it was first released eighteen months ago, but now it has been superseded many 
times over and just looks dated and dull — a bit like the Eh 
movies it's based on, [MB] 


Overall 


PREMIERE 



JOHN MADDEN'S FOOTBALL 


The Hit Squad £ 12.99 

The Megadrive version of John Madden's Football has had more regenerations than Doctor 
Who. For the Amiga, though. Madden is still in its William Hartnell incarnation, but this ver- 
sion is such a goodie there was never any need for £A to go tinkering with the code. Con- 



trolting any one of the available teams, the one and only aim of Miadden is to guide your 
bunch of oversized apes to victory. 

t won't bother explaining the rules as Madden won't convert anyone unfamiliar with 
American Football — but Superbowl fans will lap this up. Madden uses a mixture of arcade 
and strategic elements for its gameplay, leaving the player to decide on their attacking or 
defensive formations, and then actually implementing them via a series of accurate pass- 
es. This combination means that every aspect of your on-screen squad's performance is 
down to you — doubling the satisfaction when you lead them to victory. 

With the gameplay perfect in virtually every aspect, only the graphics could let Mad- 
den down — and they are nothing short of excellent. The players are represented by large 
sprites who charge up and down the screen so realistically it's nigh-on impossible not wince 
as they are downed by a bone-crunching tackle* In addition, it's little touches which make 
Madden just that little bit spe- 
cial — players turn slightly to 
receive a pass, for instance. 

After years of strategy-only 
American Footy games this is 
an absolute Godsend, As men- 
tioned, it won't appeal to peo- 
ple who can't see the point of 
staying up late one Sunday ever 
year, but for us fans too lazy to 
get involved with the real 
thing, this is the perfect oppor- 
tunity to become the Amiga 
version of The Fridge. [SB] 










AN 


FOUR TEAM 


PLUS! Five sets of two Team 17 double 
And it's all thanks to Team 17. 


1 7 GAMES! 

packs for the runners-up! 


T eam 17 aren't content with 
the limited success they've 
enjoyed and who can blame 
them? P mean, virtually everything 
they've released has only gone to 
Number One and r at one stage, four 
of their games occupied the top four 
positions in the budget charts. Yes, 
pathetic, isn't it? 

So now, having conquered both 
sides of the floppy market. Team 17 
have turned their attention to the 
exciting world of CD entertainment. 
Within the next month two fantastic 
double packs will be released, one 
containing Project-X Special Edition 
and FI 7 Challenge, with the other 
housing Qwak and Alien Breed Spe- 
cial Edition, 

In case you J re new to the Amiga 
scene and don't realise the quality 
of these four titles, here's a quick 
two sentence recap of each of the 
games making up the quartet. 

Project-X Is quite simply the best 
horizontal blast available on the 
Amiga. The original full-pricer was 
a bit hard (frustratingly so on occa- 
sions) but the Special Edition has 
been made easier and, as such, is a 
real joy to play. 

F17 Challenge is a smart arcade 
racer. With silky-smooth 3D routines 
and adrenalin-pumping action, it's 
up there with the likes of Lotus and 
Jaguar XJ22D, 

Qwak is without a doubt one of 
Team 17'$ most instantly playable 
games. Bearing more than a passing 
resemblance to Bubble Bobble, this 
cutesy platformer kept us here 
at The One occupied for abso- 
lutely ages. 


re 

P 


Alien Breed Special Edition is the 
oldest game to be included in the 
double packs. It's not as sophisticat- 
ed as its sequel, but fans of out-and- 
out arcade action will still find it one 
of the most atmospheric and tense 
top-down blasters available. 

Well, that was ail very interesting, 
wasn't it? Now that you're all keen 
to get your hands on these CDs, let's 
find out how you win them. 

All you have to do to stand a 
chance of winning is send the 
answers to the three questions else- 
where on the page to: Team 17 
Compo, The One, 30-32 Farringdon 
Lane, London EC1R 3AU to arrive 
here by the 28th of April 1994, The 
sender of the first correct answer out 
of the hat will walk away with both 
double packs and a CD32 to play 
them on, whilst five runners-up will 
each receive both double packs. 


(1) Where is Team 17 based? 

(a) Wakefield 

(b) Warrington 

(c) Watford 

(2) What was the name of Team 17's first 
commercial release? 

(aj Alien Breed 

(b) Full Contact 

(c) Body Blows 

(3) What did we originally give Qwak? 

(a) 86% 

(b) 87% 

(c) 88% 


1<39 


THE QUESTIONS. 
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OKA. ..Catalog Wptishof 2 
OK7....1lursl Divk Util- 
l.'W 5M ..Ainaleur Radio Ifrl 
IN*,, C-]. ie hi + Others 
U96...GFX Utils I 
Uirj). .Haw Luh 
ULOI. .SiJ V2.0 
UlLIH .A, Gene 
i||.) Midi Utilities 
I I Ik.l Pi Viee.it t M2- 
U 1 32 .GFKUhl-2 
U I 4.4) 134. .SotlhCC j 
LI 1 36...C, rtJvsD’.ns ItkrlM,' l 
Ul 4S...5iiukl SqtnulUlLls 
U I 4'j Tern’iin-ilitie v V I .(I 

UI40...St|Mi*ti 1 1 2 <U i»iLy) 
LI 14 1 ...MipJiisll 2 1 2.IM i'rnl V i 
U M2... Tei.L Plus 3 
LJI44 . Dennis Samples I 
Ul43.„Pi[ital loins L ie -i en 
Ul46...Vii Clip Ail 
UI47...Spesiroin Bmuljnar 
U 13 1 ... Slipst ream V)R il lent 
U 132. ..Red IVvili Utils 6 
LJI54...AmigalO(i W,V 
LII5S...3 1 Dl Ills [kies Disk 
Uli.l.„Quickhenchi * (2. Mi 
Ulf4...Rntn I^iiiImm- 
Uirrfi. ..Dennis's Hack IX'K 
L.J 167, ..PemolislMir Orth 
L! il-is ..I Louie Business 4 
U 1 72,..*v|iielch 1 1 A rail y I 
Lit. ’f, fit \ I li s 4 

Ul77...Siur £ Tnins 
U 1 79- 1 HI. ..Dice i l) 
OIELl...C:e]lic DeiihtMaifl 
II I H6-2DA .Trad Ins HJ-.R) 

0207.. L ..hi Codec 

H20K...Dase Joneh R»is I 
(.12 1 1 ...Cltcmcsilteiics 

L'2 1 2... AnimalcJ Ih iiisicr- 

11214.. . Desk Tup fuHI inTili 
1/215, Messy S id 2 

I. : 2 1 1 1 , Masifr Vi'Killer 22 

ir2IK...Dtiia Bute Wifjpcl 

Lf224...Teri Pin IJtiia Base 
| ir22J...Q-Kaw Data Barf 
H226.. Games Sisiutiuns I , 

1)241. O-Pniflt S’‘unrls 3 
1)245. Ami rti«ji V I 
IT23K.. teoantanu 
L'24(K. ksim fcdiiiir 
l/ 2 S 2 ...Opii!) 0 iiwts 2.(1 

(1254. Ness-Suih-rkilkisl 

1125.5.. krolrarVer s3.ft 
|J254i Atari ST I'.nailasur 
(i 25K.. D- Cops' 3 
1)262.. .PC L-nkilantr 

0274.. . Vidi hulls I 
U274„Elibo. Labels 
l.'275..jfiO(E Bo si lies s knets 
(12 Tfl-.-Etmiiee Piioier 

023.4. . .Headline FdttCs 
l"js4.K..AriLis LJ|sJuler 
U29B,.-K»d(s1art 3 0 

l 2' J4.. ttlaf k Tigcf UtiK 2 
1;294 _.TbaI liisenic V4.(t 
U2htti .L’lhr iiilc DiskCfta 
1.097 .. I fl PD Copiers 
U29H .Priaracker V3.0 
L’2W .Address Bfilfl V.) I 
I. Dill .(ijjisc Tamer 
U4HK .Music Base VI 
l ’li Ht .FP Mimjstmik.1i 
U 3 1 1 . ..V mufph v;.40 
LJ3I.1 .Pm A simians 
U4 14 .h,vls Wirnnl lr 
LDiy.UssLTv:.] 

U420 .tiwdeo Designer 

1.1427.. . Bezier Surf 

1 1 43 1 } M issic I n[!i,ne V4- i 
U43D...S[*rvkw ‘ 

11141 ..X ■ L4e\si Pin 
L'4.42...SujScr>iev. V2.4 


GAMES 

G L ...Return To luirtlt 
G2 (kune-. L ump 5 
G.4...l3ie/> \.AZ}<f 
Ci4.„Scnn-i Flarer*. 
GS...Panu;bute Joust 

06.. l-ramL.- Freildie 
Gii...T wintris 
(jO.-lAuedoCop 
Ciltk l>np 

OIL bUgBiish 
Cl 1 2. .Asleruida 

■r. i ) 4 LLamni™ 

Cl 4. ..Use ape Eruiil 1ml 
t Crl 5, .Mofffl .Aid sen lyre 
; Li 1 Is .(in mm! Alfack 
i Ul7 Mrit-ihal 
Gift. .En skiers t'luli 
U IT .Vamnis Aitvermares 
G24). .ILal-lekusv 
U22 l>r.ifnn Case- 
G2J... Rings Ot Ifion 
U25 Mil) hem 
026 ..McinllijJlH 
£ i27 The Tennis Gaane 
02 ft ..HastltlMeir 
Di 1 ) Rnq-1 RLipers 
0.40 ..Onry slayer 
031 7 -Tiles 
042 ..Mcs-a Cixnb L 
034-34 iSiar Tret E |2| 

045- 47. ..Star Trek 2 Id! 

[j sft. 34 1 .. Vlechforeu 1 2 1 
G4D...Kl0rtd>k.s 
£M2 C.ir 

044.. .t;jjrnes CA ’ifeip 2 

LH4. S G UC.K. Gamei 
C'«46...5a l .c Games Corflp 

046.. Garnet Comp 4 
G4ft Rays Game Disk 

049.. Garnet Comp 4 
C on . Games Comp A 
054-52.. Inukinfitll 
G54...1elpac 

03.5.. ytikk Ant) Silvf 

G56 M iniblast 

G57... Lamer Game 
( i A>s Gaines c-imip 7 
G59...GurfieftODbip ft 
06(1 Bom Ptim Cruneer 
G6l..,Caveruiinei 
062. Crysiul Cat ena 
G6.4...lnUt1 
fjM. EiemuE Fl'l^mt , 
CitsS.-LeniniLiieuids 

Of*.. DowaHill Challenge 
Crt57. Larntu ST Furls 
ObH... Paranoid 
CftVJ. Piistyk"; 
G73k..ChSinsaw l.)eaih 
G71... Pirate Ptte's T-rratunr 
G"2. -SsTs-IIL 2 
07.4 t 'fAtlfs 
G74. .Dyfiannle Dish 
073 Card- Games I 
G76. EAit-x 

0"7 Grou-rh 
07 H. .Skate 
07U Alic At*: 

L i>:t). .NapultL-uiL Sun 

US I .Project I 
Ci>; i .Ljjut ifisne 
U-S.h. ixninsiiMk P# k 
1 1x4, .kljj Trek S.I£.UI‘ 

US5 Ijcirris 
GK7 .Malrfiud LLirs 
OK)k...Sivakc Bit 

GkHi ../lNIS 
j 092...BllJuard 
Ci)-). 1 The M.ue Game 
CAM Suth.l!|inn- 
G9j Hotly v,i>:hL Tn'.ia 
O97_.sbocnout 
CjfJ 1 ) ..Hut} Grail Adventure 

□ I DU.. AfflCttColBdrop 

01 01.. Classic- Ci xnifi I 

0 1 02.. Card Games 2 

Li 1 1)3 Super S.kiHl.i (hall 
GIM.. Grand Pris Sirtl 
O I Hi.. .Computer Conflict 2 
GICC.-Misuuo X Raid 2 

□ I DU.. Ml Lknifc 
GIKl. Tricky t- The Tum 
01)1 Marble Slide 

Gl 12... Games Cimibi |(| 

0113.. bltkk JiGt Lab 
GII4. Dungennorktadtoj 
Cil 1 5. Amiga Columns 

01 16. li. h.'s. ,f in Iraqi 

0117. Mutant Camels 
GI2fE-L22 ...Warltvk (4) 

□ 1 24. ..Bart Simpson 

0126 . A ir Acs.' J 

0127. Breakout Cm Kit 
OI2H...Fipdine 

(j 1 3*1 rxins rrf rxindian 
f d : 2. Felcn OucM 
0 1 33 Slw Tmk 4 
GI.V3. .Fi|iertdri 
t j | i.-J [Ahv To tX-Mir 
0141 .Mid Ouaii 

0144 Omesn Knee 

0145 Mission X Raid 3 
01*6 ..Tie* 7.) 

0147 .Wack in Wtrttckfidftd 
Ot4tt Ntnints Kevenge 
Gl«...5ky Tighl 

013ft .Wea Beaver 
0151 .Ail mar in 
(it 52 W izmd World 
( it 54 ..Totally Tranl*.- Quiz 
(it 35 .Chess V2)0 

Gl5f>... Smash Telly 
0154 .Hilly Tbe liiiigeKv 
GI6D ..] L lane 
OH’t ..fi-Tvpe 
€2 I62 l.. T urilCat 
0 |(i.) ..Sea I .iince 
0164 ...Diiiy I.ViaiEnxid -1 


G I65...N0 Mins Lund 
Gkifi.. Wiskl Siyuarc Scilvtr 
‘UI67...t"TtlSs |-| nr 
GHib.. Wnsi’rtumLs 
fit 711, Space ISlitv 

0171.. Crar v Suc 
0172. Make A Break 
G174 SqiHirthk 
0174. E : l (luiknge 

0173.. (Xhclli:i 

Ol 7s: Fv i) Dead Gan* 

Gl 74.. .Trainsef 
OlftiF IK E...P Comps h-2 
f»1ft2 I lipfitmucs 
Glfti. .TracLai Heain 
Lilft4. .Muter Duel 

01 *5 G.tme Btiy Tetris 2 
Olft6 .Water Wtirka 
Gift?. ..Art Of W af 
(j|ft« .Mitrnnis ( inrws. 

G I ftd- 1 d.3... Time lords 1-5 
0194. .Nil sana 
0195-196 Neigh twsjr'-. (2;i 
GI97 .. Anikilsa Insadets 
GI9K...Lkiitie boy Tetris I 
GIW 1«ren 

02DI) ..HaUlccans 2 
G2D1 Dt Mirid 
02W ..Ashkki 
02115 CbrjdhDitkl 
G2ifts ..Cheats liisk j 
(j2uk .Airport 
t i2K*> ..F.B.A.C- 
Gliil...The Gulden KKffie 
G21I .Legettfi of Loctiiiin 
(i2l2-2l4‘ Tinwhmlsfi-fi 

02 15 ..Amns Games 1 

G21 6.. .Super Sid 

02 1 7 ..Tight Hikes 
02 1 ft Reiser 

0219. . .Air Itictey 

0220.. Amt* Child Q'id 
( 1321 Tes4sChstinsaw 
G222...1?ciiiJelte 
Ci223...1Yetil*ef Pteft 
0224 Thfttsr tftwl 
C22? WiliMe Gi.kh 
G22h Sfi|X'” FSiiil' 

0227.. . Hrtiil Salad 
Li22ft Bninbuw 
EI?2Si lenpard 
G24D.. Space Invasitin 
0231 Karate Worm 

[ i 2 1 2 'iii|vr Ij.'cyo.' Atanwcr 

G23-3 -PD CRy Liiillf I 
EJ244..,C(*tuf Changes 
GZ3.5 Ekatnle OF Briinin 

[r?)6. Siifn-rTiftiriln 
G247. Castle 

0235.. .Nunmris 1+ Only I 
£i23‘J Kuna Fn ( naries 

I C i243 Mi f ra Market 
, 024.4.. Bluad KMtiner 


slinks 

St. ..Ham Pfcns Sbiw I 

S'l . MuiJt.mnu sink s 

53.. M> -s k-srftr slides 

H6.. Ihiny f)s s.i-.-er 

Sft...lmfnaietilai* Cflllection 
S') S imps im - Slides 
SHF I l...ctbmiel 42 ■ 

SI 2 .Bntee Lee Slides 
SI4 .Adams Kamil y 

51 5. . .Viz M jm slides 
Sl7 I Kick lands Jarre 
Sift ..Rt WhuDcinu 
S3l)...N^sa Slides 
S22-2-4. .. WWI ; Slides J.4.i 

527.. .1.im>m, Slides 

52ft .Toul Keeuil 

SI9 due’s ftl ,les 
.SB) ..I Lam Fics s| 2 

s32...>elghbtKifs Stieks 

,541 .KiigerDean slides 

S-V-l ..iruii N1 aides Slides 
535-36., .Tobias kichlen2l 
S5ft... Basket cast* 2 
539.„lL«i Slide 1 - 
S4 Ij Him i ni Devtiie 2 
*4L...Kea.il'jii i '. I 
S42.„Gblem(Oaie Slklec 

544.. .Chain>aa ftli|)]X-|s 
l G-l ..Cry Fcf Du* " 

*45...] 'LirpcillaHi Real hits 12) 
*47... Kiel. Off 3 Slides. 

*4ft-..}‘D slideslki's 


*49-32... 'I iTii'iiruflor i,4h 

S5.4., Itfihfieufi2 *lwlcs 
*54 Track master Glides 
*55.. KiHgeiuon Kt-ahi” / 
*56 . ( iarliehl S l.des 

S.ST ii., - 

S5S.- Hellraiser Slick.— 
*59... Niglut Bi Led *1 ides 
Si6ti...Rayrf*eing 

*t>l. I lismir Stidcs 


*7(1.. Muide Aiartia 


*7 | c real lire Cimrfi iris 


*72.. The W under Ytiifi 
ft ) s )f .il . -i ,1 ip I Su-.s i 
- kn.’ii Oxi'ic-s 
S7fi. Ekelimlji Carlisle 
*7 7. Cher Slide) 


*79..J r reddi« Dead 
SKi) we-ntij Inmes Slides 
SSI. -The Innsihk World 
SK2-K3...Tetmiiwtcir 2 12) 
*K4 . Fumawt Pies 
SK5...GidfWar *Ih1us 
I *H6... Musical Fie-, 
*K*..,fJu It war'll* bene 
S89-'9Ck. HThing Fishy f 2 1 
*'U.. K I d ixadc. Slides 


ANIMS 

A]...Pffitv Sequence 
A 2 Ghokf PtHtl 
AJ.. Jog per +■ Magieian I 
A4 Gymnasc iX’ims 

A 5 FfiKlal Fhghl 

A6. Ftaskrtlvill LAriiu 
AS Walker Dcmu 
A5I VLip-viiib 2 
A I D... Plugs En Space 
All Luiot T eenager 
A I .(..Juggliei Deiliu 
Al6 .Cch. 4 Cwg4r 
A 1 7. ..Memo Cycle Alii II) 

A I ft kuhmjp Anim 
A2U... Mayllcrll Dll Wlvv-ls 
A2I lucelte 2 
A22...£lUKlfa t wk Anim 
A 23.. T Put Ani in 
A27. ..Fleet M-vnuyh-re 
A2K.. Billiard Am in 
A29... B/hhic Lcuvp DtKi 
A4G...SlaiWani 2 Anint 
*5,31 Sf nr Trek Anim 
A42... EAakiuil reecisge 
5)4 Vl^lmua Anim 
A45...Sieiihhy An«bi« ' 

5 If, kjideis Ol The Ij'Aik 
A.)7 hugs Bunny Sfmv, 

A4K. [r»a 5 r ' - UK Artirtl 
A39. M ike Tv si ill iiiini 
54 2. .Walker’2 
A 44. Wafkel 3 
, 5 15 Id. .Liehl Cy-L-k l2l 
A4? F,.« ptnding Heod 
.64 K. .Fidiec fa/ Chase 
54-1 tupOiin Reim 
65<k .Aniniauita Demo 
63 1. -.5 Ways T« Kill * Mak 
652. .Ana her 3 W-iys 
A5 i Haitmin The mneie 
6S4...3D S|SkTK?hip 
A*5 Mr Pistiila 3 iewl 
AS9. .[ uw Level flight 
Ahl Auiy Vs Walter 
AM KChI Pibbfld *5n:m 
Ab6...Plirky Pig Anim 
Afi) A deer lures Of Chuck 
j A7IF7I ...Ma)i Overdrive (2) * 
A?) iSpjftv-shultle Anim 
A 7 4 . . G 1 1 Lh I biEi IfifS + HtlfiC 
| A 76 Allimt Amm 
A77 ..Higtu Anint 
A ’ft . PLuin Anim 
A79 ..D*n Amin 
A80...Had Bird Aiitirl 
AKI HnlitMiy Anim 
AS 2 ..Kilkl Tlic Fish 
AtfA Miners Anim 
AK6... Placket WaH'h Aikim 
AlHI 'J 1 The Mas tes 2 i4.i 
A 95... My Tin I m 
A'-.ifi T-"put 2 Anim 

A99 „ i i-nnifMior 3 

5 list .Dsilp’liai Dreams 

Al 01/ 1 02 Thundeftsinlr (2i| 

A|Q4 .UntHey ul Amy 
A 1 04 .Pugis AblPI i 2 Mcgt 

I 


KDLCATION 

Hi .lidiKjricin Pack I 
T2 .bduLilkai Pas k 2 
lift..- Education Pat-fc 3 
B4. ..EdiK-ujibb Pack 4 
I . ’ ..I'ducaliun Pac k 5 
F.6 hduejiimi Pit L 6 
!i7 .E '.lu'.ji.l'inal Waflds I 
I -.ft .IL'IucationaJ Games 
Kf ..Malfl DriPl 
LMl.. Amiga l-'uiicliun Cum 
hi I IXb-wnre Ed Ccunn 
LI2..2iiniun Says. + 6 Mmlis 
LI 3.. Kids Paint 
hi 4 si ore I and j 
1:15.. Cdtlmi II 
I 1 6 CalaiLf TKic' A Ip i.il vi 
kit.. |j. I 1-1,11 Children 
ITS Akpehru 
HPJ. Anioftugf^n) 

K2CK Animal I and! 

|2| Aninial *uuiilIs 
K 22. Militau) War *u im,h 
I 24 Vehicles Sutuuts 
Kl p 4i'25 . Ke-|nt & I .earn I r2) 
t:26. Juiikk VI at Iks 


BOCJLDEROASH 
COLLECTION t-« 

NJ75K3 urn ?,yr r Y. 0174-911 
UTOiF'Sm 3TSL-: SfrfEJ, 
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V ~ PM tv-. 

^ Pfi/IKZ ALL 
Cfd.ST *” p^k. 
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RAVE & TECKhiO PACK 1 
ORDER NO: POI 
DANCE IN STVLE WITH ALL 
THE LATEST flAVC 4 TECHNO 
BOUNDS ON THE AMIGA 

I a 2I5K* F.JK i)FJL> Cl 0, 50 PSP 

h RAVE ■& TiCHhiO PACK 2 
ORDER MO; PQ11 
V ET MORE OF VOUFf 
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EDUCATION PACK* 
ORDER NO: P02 

LEAS) LANfflJ.f, G€6 PLAT GAMES. 
iVATt-H ^r.lUS PAINT PICTlfBfe 
ETC AO j KS'.'jF 5-ADUlT 

■s [) 5 KS FQH CNL) £15.50 * PiP 

n rr mnamm* 

CLIP ART PACK 
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WITH Idle LIP PCf JflES TO CHOOSE 
FROM THIS IS 4 MUST FOR Al^ Vd J 
D-PA V PVD DTP ENTHUSIASMS 

■? OiSii FCP C*. V £15.50 * Pi 3 
► 1 
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Yi HEThiq rs JJSTTTFNG ■'* .EFEF 
PR KEEPING A RS.CCKD OF VOUR 
FINANCES "HIS IS A ”£ r 'NrE f,US T ' 

-n DlivS FC l- -L’VLT £10,50 - p*r 

BUSINESS PACK 2 
ORDER NO: PO10 

tVEN MORE UTILITIES TO 
KEE’-’T-OUW ReCOPDS 
RUNNING SMOOTH 
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y h 

STAR TREK PACK 
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THIS IS "DP ALLTOJ star TP£k 
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UJs-UTHEq AF, 'ilATLDSS ETC 
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CAF, T = NPTB33| CARDS FEAR 63" 
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SPECTRUM EMULATOR 
ORDER NO P07 
^KE NED ■ 7 E'.ig.ATM 'AITh 
FOUR GAMES D'S»iS S*3A'.'£S * 
4-L A ML S’' "OH 4N y COLLECT ON 
:-D:Si3rc^*.73 '< £5 .25 -Ft 3 


ASSASSINS PACKS 
£1*50 EACH 
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£HJ DISKB...-»'G3U04pAp 
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ACCESSORIES 

r/cu&E HOUSE „*, 

.,*£2-50 
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£250 
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CT*U3 

10 CAP BOX..*-.-,*-*. 

21.-39 
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A6W CaVER.**-^- 
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3.5 3S3D j'SKS.. 

„.*E0 SJ 

MONITOR STAND.. 

£11.53 

4 


' HOW JO 0F3DER 


All you need to da is put the 
riuinherSi o-1 me disks required 
aod send il to Ihe address 
bflldyft alCBig wilh » cheque ar 
PO made payable id 

ommutf 

Please don't for gel Lo include 
me careen postage la ensure 
ftpeedy delivery 


msm 

WW&Smwt 5C3MSE 
4 -3*..*r.3l IT?'* E 


At 203 

QE GRADER 
NOW % ONLY 
£1 3D eacM 
MOST DISKS 
WILL WORK 
NOW 


SEND 
YOUR 
ORDER TO.. 


WE ACCEPT ALL MAJOR CREDIT CARDS 


Z3 


DISKOVERY. DEPT (THO), 108 THE AVENUE, CLAYTON. BRADFORD, W YORKS BD14 6SJ 


WOT NO SWITCH 

/ e 1 10! 












Tips come and tips go but some are 
timeless, much like this month's offerings. 
There are fabbo player's guides to 
Liberation and The Labyrinth Of Time and 
the conclusions of the complete solutions to 
Star Trek and Simon the Sorceror. You've 
never had it so good. 



Roll up, roll up, it's time for the biggest and most in-depth guide to Liberation you're ever 
likely to come across. Written by Tony Lazzerini, the game's producer, this players' guide 
contains everything you need to make the most from this stunning game. So get to it, then. 


GETTING STARTED 

The first thing you need to know about 
Liberation is that it's not a game where 
you can just wander around hoping to 
find clues. There are far too many build- 
ings and far too many people milling 
about to make random guesswork an 
effective strategy. 

So how do you make progress effi- 
ciently? Basically, you have to find 
someone who can give you the name 
of a useful contact who may be able to 
help yog. If you are playing the easy 
level, you are given some possibilities 
at the beginning of each mission. Visit 
each location and you'll come across a 
character who can send you on to the 
next step of your search, 

If you're playing the hard level you 
get a much more complex route, and 
no help at the beginning. So the only 
way to start is find a newsagent and 
buy an electronic report which has the 
story in it, To read the report you have 
to put it into one of your head slots,, 
then activate its only button. 


MOVING AROUND 

To get to a specific location, the worst 
thing to do is to wander around the 
streets looking for an address, First, the 
traffic will happily run you over and sec- 
ond, there are nine zones and hundreds 
of streets. 

The first thing to do is to get direc- 
tions for where you want to go. There 
are several ways to do this. The best 
i way is to get one of your mappers 
r|J } programmed. The manual mapper 


TT ' C ' _ ’ ■ 

1 3 * 



can only be programmed by other peo- 
ple. Vou can usually find someone who 
will program your mapper in exchange 
for money. If you find someone who 
offers to do this give them a credit card, 
then your manual mapper, Both will be 
returned to you, but don't forget to 
pick them up! 

-If you locate a computer terminal 
(there is always at Jeast one working in 
the City Records Office and the Library), 
program you r com ms mapper with the 
address you want to go to, Leave the 
building and locate your taxi on the 
manual mapper (it is shown as a rotat- 
ing white cross). 

Walk into the taxi then activate 
whichever mapper you have pro- 
grammed, select the address, sit back 
and enjoy the ride. The taxi will remain 


where you leave it, unless someone else 
decides to use it , 

The other way to move around is to 
access the street terminals and ask 
them for directions, If they are working 
they will guide you to the right location. 
Remember that as vehicles drive on the 
left you should always start out with 
the terminal on your left on two-way 
streets when following instructions, 

The street terminals follow the one- 
way system, so you will also have to 
(which may not be the shortest route), 
You might find it safer to walk below 
street level, as the roads are identical to 
the ones above, but have no traffic on 
them. However, you will meet more 
dangerous people down there, 


FINDING THE CAPTIVE 

It's a good idea to go quickly to an 
address you've been given. Sometimes 
the person you were told lo meet gets 
bored waiting for you and wanders off 
into the city If this happens you will 
have to search the locality — the char- 
acter will always be around somewhere. 

When you enter a building to meet 
someone, there are usually many other 
people around as well, The person you 
want will always be standing still unless 
provoked, unlike the characters wan- 
dering around. However, you may have 
to go through several locked doors to 
find the person you've come to see, 

Each key you find only matches the 
door with the same number on it in 
that building. If you get stuck trying to 
find the right key in a building, check 


to see if there is another entrance to th- 
•buitding below street level — the miss 
ing key might be down there. 


MEETING PEOPLE 

Every time you start a conver sat Ion ycu. 
will get a description of the mood t r 
the character. Learn to recognise wha- 
Ihe moods mean, because they tell you 
how helpful a character will be and 
what is likely to happen if you threater 
them. 

Shooting people first can softer 
them up (it may take more than pnr 
bullet), although in general it is usual 
ly better not to shoot at friendly-types 
Once you've softened someone up, 
don't fire again or it will provoke them 

Beware of shooting people (unless 
they attack you first) in pubs and police 
stations. The result is that all the other 
people in there will rush to their assis 
lance a usually fatal proposition for 
you. 

Shooting policemen is always a bad 
idea because they wifi radio for help 
(how quickly it'll arrive depends or hov. 
near help was at the time). On the other 
hand, although muggers will shout toi 
help if you shoot them, the police very 
rarely bother to turn up. 

If a policeman asks for a bribe, don't 
bother — it wifi cost you a LOT of 
money. If you annoy a householder 
enough, or shoot at him, he will prob- 
ably call the police. Fortunately, the> 
take a couple of minutes to respond 
but if you don't leave quickly they will 
come piling in through the front door 
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to get you again before the opponent has had 

Some characters will give you false time to aim at you. AJ ter natively, just 
addresses to try you can usually tell run away — it is possible to play a 
if an address <s dodgy by looking out whole level without killing anybody at 
for characters who say "Er" or ,J Ah ,J all if you want to. The more people you 
when tel I mg you. kill, the more aggressive the general 

populace will become (and who would 
blame them?). 

DOING BATTLE There are LOTS of different guns and 

First things first: don't slug it out — use loads of different kinds of ammo you 
battle mode, Then dodge out the way can buy. Read both the weapon and 
and turn to face your opponent, Vou ammo descriptions (info them in the 
can get several shots in and dodge backpack) to see which are the most 


powerful. You can buy good guns from 
the gunsmith but don't try to steal 
them - he r s a whole lot better armed 
than you'll ever be. 

Your guns won't auto -re load if you 
are using two at once. This is because 
you have to have a free hand to rum- 
mage in your backpack, get the ammo 
and put it in your gun. Obviously you 
can only auto-reload if you have the 
right ammo, and it can be slid out of 
the backpack without first having to 
unload something else — so always 
keep ammo around the edges of the 
pack area. 

There are also throwing weapons 
and crossbows. These are good because 
you can get your project * I e back again. 
A sword is handy because it never runs 
out, Two unusual weapons are power- 
points and doors. If you find a power- 
point and recharge yourself, you'll see 
a spark coming from the point, If you 
put your hand in the spark an energy 
bolt will fly off . To be effective you need 
to line up yourself, the spark and mon- 
ster, Remember that the police moni- 
tor power-point usage, so they will find 
it easier to locate you. You can also 
squash monsters in doors if you close 
the door when they're standing in the 
doorway. 

If you're in trouble, there are some 
doors baddies can't open: in the police 
station you can open cell doors but 
nobody else can, so you can use an 
empty cell as a safe room. Any door 
that has been unlocked with a master 
key can be locked again with the same 
key (ordinary keys are no use because 
you don't get them back). Baddies can 
only open unlocked doors on their own. 
if you are being pursued, hide round 
corners and surprise your opponent. In 
any case, if you're lucky they may not 
find you. 

Flying monsters find it difficult to go 
up and down stairs, so you can run 



away that way. If you are being 
attacked outside, cli mb a ladder, Apart 
from the flying monsters everyone else 
has to use the steps, so a quick change 
of level allows a quick getaway, Don't 
hang around too long, because once 
your opponent has found the nearest 
steps he'll come looking for you. 

Finally, the effectiveness with which 
your droids do battle depends entirely 
on their skills so learn Ipow to improve 
them- 


CONFIGURING YOUR 
DROIDS 

Your droids start Mission One with only 
very basic skills and you won't get very 
far without improving them. Skilh do 
not improve with practice, you must 
either buy chip-ups or reconfigure your 
droids. To see what your current skills 
are, go into a droid's backpack then 
select the spanner, This displays a cir- 
cuit board. 

At the bottom of the board is a 
screwdriver-type thingy. Select this and 
you can configure all of the chips on 
the board. But first dick on the chip 
marked '5' in the top-right corner of the 
board. This is the skill chip and the dis 
play will tell you what the skills cur- 
rently are for the head. Select other 
parts of the droid {to the left of the cir- 
cuit board) to see how the skills affect 
arms and legs. 

Here's what the skills do: 

BRIBERY: Makes bribery easier, f" 
COMPUTING; Necessary when / 
hacking computers, gives morel *3 
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attempts at logging in to police com- 
puter and decodes the scrambled mes- 
sages you get. 

MECHANICS: Allows use of armour 
repair kit, 

TARGETING: Improves your missile- 
aiming skills. 

STREETWISE- Detects being robbed 
and detects if someone has called the 
fuzz. 

INTERROGATION: Makes people 
more likely to tell you what you want 
to know. 

BRAWLING: Used for punching/knuck- 
le dusters/knives, 

SWORDSMANSHIP: Used for sword 
fighting. 

SLUG CUN; Used for all hand guns. 
ENERGY GUN: Used for laser weapons. 
THROWN: Used for throwing objects. 
MISS ILES : Cross bow/ sling. 

DODGE: Increases chance of a bullet 
missing you. 

CLIMB: Reduces chance of slipping 
down the ladders. 

JUMP: Reduces damage when you fall. 
HIDE: Baddies find it harder to 
locate you. 

RUN : When high enough you 
92 i can walk twice as fast, (Note; The 


whole party must have this skill,) 
REACT: Increase speed you can fire 
the guns. 

LIFT: Increase the amount you can 
carry. 

MULTISTAGE: All other skills are 
boosted by this factor. 

Here's how to program your droid; 

Select the spanner icon in the back- 
pack and you will get the circuit board, 
with four chips and a load of power 
jumpers on it, If you select the screw- 
driver from the bottom of this screen, 
then clicking on the skill ('S') chip you 
show you what skills you have. The 
skills are modified by the top (and to an 
extent the vertical) chip, which can 
boost the skills depending on how it is 
configured and what power jumpers 
are connected to it. The vertical chip 
modifies strength attributes and the 
bottom chip drives your droids' shields. 



Each line has one powerlink — if there 
is no powerlink then that skill won't be 
increased. Each chip has four numbers 
corresponding to the four skills. Each 
can contain numbers from 0-3; 

0 No line, no need fora powerlink a$ 
no increase available, 

1 Skill boost + 1 

2 Skill boost + 2 

3 Skill boost +3, plus 1 to the other 3 
lines, even if they have no powerlinks. 

Suppose we have four Skills: 
Brawling, Swords, Slug Gun and 
Reaction, and a chip of 1121. We will 
get; Brawling level l r Swords level 1, 
Slug Guns level 2 and Reaction level I. 
This isn't quite true, as the strength 


chip increases some skills as well, but 
this is the basic rule. If we want a high- 
er Sword skill we can program the chip 
by selecting the screwdriver (bottom 
right) and swapping around the num- 
bers on the chip. Suppose we change 
it to 121 1, then we will get; Brawling 
level 1, Swords level 2, Slug Guns level 
1 and Reaction level 1. 

If we had a chip with 1311 we will 
get: Brawling level 2, Swords level 3, 
Slug Guns level 2 and Reaction level 2 
because the 3 will feed 1 to all the other 
skills. So the best possible chip is a 
3333, giving 6 J s to all the skills (ABCD). 

As mentioned earlier, the Strength 
chip can also increase some types of 
skill, eg. Brawling. The Strength chip 
acts just like the Skill power chip to 
boost your strength for carrying, 
punching and some of the manual 
skills. 

(5) Skill chip, contains four of the 
seven skills, dependent on where it is 
fitted (Leg, Arm or Head). It is possible 
to have an extra skill called a Multistage 
— this is a skill booster. In our example 
above, suppose we have a Skill power 
chip of 1211, and a skill chip with a 
Multistage instead of a Sword skill. 

The result will be; Brawling level 1, 
Multistage x3. Slug Guns level 3 and 
Reaction level 3. All the skills after the 
multistage will be boosted, so Slug 
Guns and Reaction are multiplied by 3 
Note also that this is a poor configura- 
tion as the Multistage is boosted by a 2 
on the Skill chip, whereas only a 1 is 
needed. If we change the chip to 1121 
we will get; Brawling level 1 , Multistage 
k 3, Slug Guns level 6 and Reaction level 
3- 

By the way, the Multistage needs 
only one powerlink to work, which can 
be m either the Skill power chip or the 
Strength power chip, so you can 
remove one of the powerlinks to con- 
serve power. To give you an idea as to 
why all this is a good idea, if you have 
a Skill power chip at 3333 and a 
Strength chip of 3333 all fully linked 
and with all the powerlinks in place, 
along with a Multistage of 7, you can 
produce skills of up to 96, as follows; 
Multistage x7. Brawling level 96, Slug 
Guns level 94 and Reaction level 91 . So 
it's well worth buying better chips and 
reconfiguring the circuits if you want to 
make serious progress through the 
higher levels. 

(a be) Armour chip. This is used to 
determine shield efficiency — the idea 
is to drive the chip to create the high- 
est possible shield efficiency at the low- 
est possible power dram. Each of the 
three positions on the chip can have 
either no gate or one of the following 
three types: 

GREEN (AND GATE) 

Must have two powerlinks powering it. 

RED (EOR GATE) 

Must have only one powerlink power- 
ing it. 

YELLOW (OR GATE) 

Can have either one or two links to 


power it. 

The efficiency of the shield rang 
from 0 to 7, with 7 being maximu- 
shielding. Each position on the shic 
chip provides a different contribute 
to shield efficiency: 

(A) BOOST 4 4. 

(B) BOOST +2. 

(C) BOOST +t. 

So the most efficient (powerwis* 
configuration is to make position (a) a 
EOR gate. This wilt give boost of +4 Ik 
just one powerlink. The worst confic. 
ration is an AND gate in position (c), ; 
it requires two powerlinks and gives . 
boost of just -1-1 . 

If you look carefully at the circy ■ 
board you will see that the centre tv- 
powerlinks are connected to two gatei 
So with the right chip (one containing 
all EOR gates} you can achieve ma* 
mum efficiency with just two power 
links, with a corresponding benefit tc 
the amount of damage you can ta* - 
with minimum draw on your power 
pack. 

If you can't configure the chip vet 
well, concentrate on positions (a) an: 
(b}, trying to minimise the number c 
powerlinks needed to drive these gait 
correctly. 

Still with me? Award yourself a F 
honorary degree in robotics and app 
to Phi-torp for a position on the 
design team working on the /ZX sene 
of droids! 


ADDITIONAL 

INFORMATION 

A good plan for an experienced libera 
tor is to configure the front two droid 
for maximum fighting capability, an: 
the back two for other skills such a- 
interrogation or computer hacking 
Remember that it is the colour of tN 
button you press which determine 
which robot carries out an action suc- 
as talking or accessing terminals. So yo. 
don't need to swap your droids rounc 
just select the one you want to carry 
out the job in hand, 

In battle you can see the level c 
punishment you are taking on the 1C 
plates of your droids — it's shown as - 
number on a red splash. If the numht 
is grey the damage will heal in tim- 
(espeually if you go to sleep), but whit* 
numbers won't and will have to fa- 
re paired. You can get damaged bits 
repaired at the metal factory - the more 
it costs, the better the repair. 

The optics factories are the best 
place to get a droid's head repairec 
Hardware shops will sell you new anc 
better chips for your droids, as well as 
replacement limbs, etc., if yours become 
badly damaged 

When reconfiguring your droids you 
will see that you can add powc 
jumpers and level multipliers. Thevt- 
improve your skills but increase the 
drain on you power pack (kept in the 
chest). Keep topped up by plugging ir 
to the power- points dotted around vai 






No Mftiider 4ll^ cowered A up, 


■ous buildings. Factories have the most levels without paying much attention 
— but remember, the police hack the to anything other than the people you 
power company's computer and can are told to see, much more rapid 
tell when and where power points are progress can be made once you start 
being used. Incidentally, their own exploring and talking to people, 
computer records failed Jog -in Money is always a useful com mod i- 
attempts, so if you are going to hack in ty, so it's worth accumulating as much 
get it right! 1 as you can. To do this, although in a 

You will notice that when the droid's morally dubious way, you can rob hous- 
talk to each other, they all have names, es, Large value credit cards will usually 
You can change the names if you want be locked within the depths of a house 
by pressing the yellow button (or right and will often be guarded. Objects you 
mouse button) over the info icon in the find and which aren't needed by the 
backpack. You have to enter the back- people you have to meet can often be 
pack via. the droid icons (i.e. using the sold to a trader. Be careful, though, as 

* left shift key) for this to work, objects found on the trail to a charac- 

i ter may be needed later on. 

? However, you may be able to buy 

i MAKING PROGRESS what you need from a trader if you 

Although it's possible to complete eady can't find it lying around. If you're short 


um 

eld 

ion 


of money and can't find anything to 
sell, many characters drop things when 
killed which can then be sold to anoth- 
er trader. 

The upstairs rooms in shops often 
have goodies in them which you don't 
need to pay for. If you're really desper- 
ate, you might be able to sell your 
weapons or even your body parts for 
scrap. The best credit cards, with real* 
ly large amounts on them, are in the 
banks, Needless to say they are kept in 
vaults and heavily guarded, Getting 
weapons into a bank is not easy, but if 
you do then turning over the bank is 
very profitable. 

There are two ways to get weapons 
inside the bank: first, buy weapons that 
cannot be detected by the se^irity 
droid (ceramic ones are a good bet); 
and second, shoot your way in. You will 
then have to operate the teleport your- 
self, which involves activating the con- 
trol and running back into the teleport 
area whilst it is operating. Be prepared 
for a major scrap! 

Once you know an account number 
you can deposit money info a bank, 
You will' earn compound interest on any 
money in your accounts when you com- 
plete a mission. 

It's worth buying as many master 
keycards as you can to speed up explo- 
ration. You can buy a master card for 
each zone and for each of the two 
building types (houses and other build- 
ings), usually from the sub-level traders, 
but they are expensive. The card will 
open all doors of that building type in 
a whole zone. 

There are many other objects you 
can buy which speed things up. The 
computer protocol device, for example, 
lets you hack the police computer with- 
out having to improve your computing 
skills. The alien scanner will let you 
detect baddies without opening a door 
to see what's behind it, and wiJI warn 
you of anything creeping up behind 
you. A video bug stuck to a monster 


(throw it at one) will transmit pictures 
back to a receiver, This allows you mon- 
itor other parts of the city as the crea- 
ture wanders about. 


HELP! I KEEP LOSING 
THINGS 

There you are, about to do battle with 
a monster, you press fire - and nothing 
happens. You've been robbed! 
Especially below the streets, the world 
is full of muggers, They don't attack 
you, they just steal from you. If you are 
looking at them, you may notice a 
slight twitch under their cloak. If so, 
check all your droid s hands - somebody 
just lost something. 

Of course, a good mugger will sneak 
up behind you while you are doing 
something else, so you won't know 
you've been done over until you come 
to try and use whatever it was that was 
taken. Luckily, muggers can't steal from 
your armour-plated backpack, they can 
only take things you are using. So it's 
a good idea to put credit cards and 
stuff into a backpack when not being 
used if you are in a dubious neigh- 
bourhood. 

Sometimes your droids will notice 
and call out as they are mugged. The 
only way to get your stuff back is to kill 
the mugger. This means finding him (or 
her) if you didn't notice at the time. The 
mugger wifi hang on to your stuff until 
killed, so a qurck and brutal reduction 
in the mugger population wilt proba- 
bly get your equipment back (as well as 
turn up other stuff that could be use- 
ful), 

If you leave things lying around, they 
probably won't be there when you go 
back. However, there's a good chance 
that a worthy citizen has handed it in 
at a police station. Unfortunately, being 
who you are, you won't be too wel- 
come in police stations, and the lost 
and found room is naturally both 
locked and guarded. 


uit 

VO 











Blast away those Kiingons (which sounds pretty painful to me) and talk yourself out of 
impossible cliff-hanging situations with this, the final thrilling instalment of The One's 
complete guide to Interplay's Star Trek. 







THAT OLD DEVIL MOON 


1 Go to live Alpha Proxima star system and enter standard orbit around the asteroid. 


Use Uhyra to hail it, talk to Spotk and then consult the ship's computer about Proximo, 2. After you've beamed down pick up a rock and walk towards the door. Use Spock on th- 


Proxiery, Lucrs, Sofs. Scythe and tun with base numbers. When you've digebled all this keypad on the right of the door, enter the code; 10200 (which spootaly enough is the rujr- 


information, grab your phaser and beam down. 


ber 99 in base 3.) and then go through the door. 



3, Use the trico rder on the 
computer terminal and then 
use Spock on it. Use Spock 
on the writing on the door 
and then use him on the 
lock. Enter the number 122 
and go through it. Use 
Spock and the tricorder on 
the keypad and the closed 
door and thennip off to 
Iftt the east. 









A Use the tricorder on the drill's control panel 
twice and then use the bon Take the wire from 
the box, use Spock on the control panel and 
set it to 100. Use rocks on the template that's 
burned into the wall,, next use Spock again on 
the panel and set it to 001 . Take the keycard 
Irom the template. 


5 Go west and use the keycard in the keypad 
Now go north and use the tricorder on each 
of the three computers Use Speck on the lelt 
and the right computers only. Finally use the 
wire on the right-hand computer and then use 
Spock on the left-hand one. Ta riaaaaa 
Another episode bites the dust. Beam us up 


2. With your game safely saved you've now got to engage the fake Enterprise in a hot and 
sweaty space battle Set your speed to either 2 or 3 which will, fingers crossed, make the 
enemy circle around your ship. This way he's much easier to shoot and destroy 


1 . Before you beam over to the destroyed 
starship, choose option #2. Beam over and 
use McCoy on the injured crewman. Next 
use the tricorder on the ship's control pan- 
els which are located |ust above the 
captain's chair and then use the tricord er on 
the captain's chair lo read the last log entry. 
Go south and use McCoy's tncorder on the 
woman. Talk to her and then use the com- 
municator. Spied choices #T, *1 and #2 
and this next bit is very important so I'll 
use capital letters lo emphasise it SAVE 
YOUR GAMEU 


3. But that's not the end of it r oh no. 
When the two Elasi craft arrive on the 
scene, you've qot to destroy thpm both 
to complete the game. That's it. There is 
no more The End. Now all we can do is 
hope that Interplay decide to convprt 
Star Trek: Judgment Rites to the 
Amiga... Ho hum. 


















W hen i first played The 
Labyrinth of Time I wan- 
dered around for a bit, said 
"Gob, that's pretty' 1 and ,J Ahhh, that's 
nke'\ wandered around a bit more 
and then got completely and hope- 
lessly stuck. 

Yes, it may be a flick-scrolling adven- 
ture but the Labyrinth Of Time is a real- 
ly tough one. And so, for those of you 
wedged tightly into the boat of frus- 
tration, drifting aimlessly on the sea of 
bewilderment (nice metaphor; you 
ought to be a writer, — Dave,), here is 
the solution along with a few scattered 
hints to help you. 

LET'S GO! 

The game begins in the subway car and 
all you have in your inventory is a sin- 
gle quarter. Don't use this com in any- 
thing other than in the phone in the 
haoth in the 50's Diner on the upper 
level. Got that? Good. 

You see you don't use this quarter 
until you find the telephone because 
using the coin here allows you to pick 
up thirteen more which will cascade 
hand ily onto a stool . Once you have all 
these quarters it's just a matter of vis- 
iting all the areas of the labyrinth and 
finding the objects which will allow you 
access to other areas. But let's 
worry about that later. What 
about the subway car...? 

You'll begin the game in 
a subway car on the middle 
level and the only item 
you have at the start of 
the game is that one 
quarter I mentioned 
earlier. You can exit 
this middle level in 
one of three ways; by 
using the elevator in 
the hotel, by falling 
through the city street 
when you cross 
against the red light, or 
by the stairs which you will 
come to after making 
your way through the 
medieval 
maze, 






Stuck in the Mirror Maze? Vexed by the Laundry chute? Yes, me too, 
but now help is at hand* Let The One lead you through The 
Labyrinth of Time. 



* 


m 

* m 



As the door to the south is locked all 
you can do is bravely walk into the 
hotel. One of the doors is 



locked so we'll come 
back to it later and the 
only other room of 
interest is Number 
14. This is the 
room with the 
wardrobe in it 
(which is also 


locked} and the key to it is located in 
the western town on the upper level. 

To get to the western town, go up 
in the elevator, past the crystal cliffs, 
through the dim tunnel and through 
the railway car. Nip into the sheriffs 
office and open the drawer on the 
desk. Look at the drawer and take the 
brass key inside. Oh, and while you're 
here pop into the saloon and grab the 
bottle ofwhiskey. 
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WHAT A CARD! 

Once you have the brass key, return to 
Room 14 and the locked wardrobe. Use 
the key on the wardrobe and get the 
card key and the journal that are tying 
on the shelf, The card key will" allow you 
to use the teleport at the end of the 
mirror maze, while the journal will 
reveal information regarding the histo- 
ry of the labyrinth. 

The journal also discloses the com- 
bination to the lock on the door that 
leads to the tomb of King Minos. Of 
course, the combination will only 
appear AFTER the shirt has been 
cleaned and the newspaper printed and 
placed under the sign. But as this prob- 
ably means nothing to you now, well 
forget about it and return to the prob- 
lem later, 

Once you have the card key you can 
enter the mirror maze {the doorway 
opposite the elevator). To get 
through this troublesome section jr 
simply fol low t his seq uen c e; o nee m 





you have entered the clown's mouth go 
straight, right, left,, straight, left left, 
right, left, straight right, right, straight, 
left. Morgan the fortuneteller lies in the 
centre of the maze Be sure not to use 
your only quarter in it. 

Once you make it through the maze 
you can use the cardkey in the tele- 
porter slot. After using the card key you 


must press one of the buttons to tele- 
port, The green button will transport 
you to the library, the blue button to 
the museum. 


Pressing blue takes you to the museum f -.gff 

where you should pick up the alien belt. 

There are also three levers here. Pulling 

the two outside levers in the museum across the road you will narrowly dodge 
will place or remove bridge sections, the falling rocks and they won J t injure 
One also places a section for the mine you. However, to cross back you must 
in the western town. be wearing the helmet which Is found 

Each time you move a lever you will m the south-east corner of the medieval 
be teleported to the middle level, so be maze. You will not be able to pass the 
prepared to walk back a few times, rocks if you're aren't wearing the hel- 
Pulling the centre lever will cause the met. Safety first, 
subway car to be crushed but if the . nn ■ 

subway car is crushed during the game CRYSTAL PALACE? 
don't despair as it can be 'pumped up' After the rockfall you'll come across the 
with the bicycle pump which is found Cretan palace. Have a quick wander 
in a toolbox at the construction site on round and take the Labrys which you 
the upper level. can find in the central room inside the 

Meal press the green button to tele- large circular object. Mow it J s time to 
port to the library. The cave and the enter the medieval maze, 
mountain road can be reached by tele- The maze is located on the middle 
porting from the southern -most room level to the east of the cave and the 
of the library. The first time you exit the Cretan palace. To navigate through it 
cave and walk to get the helmet go; right, left, right. 
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Anyway the combination is Corel ius's 
birth date which is 4/8/72. 

Having cracked the combination lock 
you will be in the tomb of King Minos. 
The tomb contains a sarcophagus inside 
which is a Cretan ornament. Take this 
as it is used to open the locked door in 
the Cretan palace. 

Nipping nimbly back to the palace 


the locked door will allow access to the 
King Minos' throne room. Move the 
throne to find another can of paint 
Take this as it's just as vital as the first 
can . Trust me. 










Okay, now that you're out of the Goblin village it's time to venture forth with this, the sec* 
ond and final part of our complete solution to AdventureSoft's smart graphic adventure. 
Being a wizard has never been so much fun! 
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1. WOODCUT WOES 

In the icy wastes use the metal 
detector on the screen shown here. 
Take the rack with the fossil in it 
(the interesting looking rock also 
found on a snowy screen) to the 
blacksmith and use it on the anvil. 
Now give the fossil to the paleontol- 
ogist who'll move his dig site to 
where you left your metal detector. 



3. NAFFLIN IN A SPIN 

Go back to Kepulser's Tower. Use the 
woodworm on the floorboards. Use 
the ladder to get down the second 
and open the tomb- When Nafflin 
appears, 'move' the loose bandage 
and get the staff. Go back to the wiz- 
ards in the tavern and they'll induct 
you as a wizard for 30 gold pieces. 


2. RUBBER TREES 

Go to the new dig site in the snow, look at the dirt and pick up the milrifh 
ore {what would we do without mithril ore, eh7). Use f he ore on the 
blacksmith's anvil to get an axebead Give the axchcad to the woodcutter 
who'll leave io cut down trees, Nip inside his cottage, use the 
extinguisher on the fire, pick up the climbing pin from the table and move 
the hook in the fireplace. You'll descend down into a wood store where 
you can pick up the woodworm's favourite choice of wood. Go to the 

stump and talk to the woodworm., 


4. FROGGY PROBLEMS 

Return to the druid's cottage. Me wants some frogsbane in return for a 
potion. Go to the Swampling's house, move the crate and open the trap 
door. There's a loose plank down here so nail it down. Get the frogsbane 
from Skull Island 1 and return to the druid- Voila. you now have one 
100 shrinking potion 


5. SHIFTY SORCERY 

Go to the talking tree and use the white spirit to remove the pink splodge. 
Talk to the free and get the magic words. Go to the ruined witch's cottage 
and pick up the broom. In the magkal battle try and beat her as best you 
can. I tend to go for sausages all the time. When she loses and changes into 
a dragon, change into a mouse and escape into the mouse hole. 


f 









6. EXTRA STRONG MINTS 7. MY SECRET GARDEN 

Now it s time to 90 to the tower. Use the climbing pin with the hole and go Pick up the leaf, the stone and the matchstick from the bucket. On the next 

up. Consume the irn«*t* to melt the snowman. When you reach the tower the screen, get the lily leaf and! use the matchstick and leaf with it. Get on the 

bridge wilt collapse user the broom to get over the gap and then consume leaf and get the seeds. Return to shore and use the seeds with the rock to 

the shrinking) potion make some oil. Use the oil on the tap and then the hair on the tap. 



8. THERE ISN'T 


MUSH-ROOM 


On the other side, look at 
the water and pick up the 
tadpole. Talk to the frog 
and tell him that if he 
doesn't get out of the 
way P the tadpole gets it. 
When he leaves, pick up 
and consume the 
mushrooms. When you're 
back to normal size get the 
branch from the tree-. 


9. INSIDE 


10. SMELLY SOCKS 
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Use the brancfetbAAtf 'ADffeBt Pick up the spear and the shield. Go 
down and use the sc***- ~t gee 9 *e skull on the ceiling. Pick up the Chest, 
Move the lew, pHfltdMvht block and move the lever once again to 
crush it. Move the kwraHtmthM and pick up the candles. Go up and 
up again 

11. IT'S THE PITS 

At the fiery pits, pick up the 
pebble and the Y-shaped 
sapling. Talk to the souvenir 
seller who will give you some 
brochures. Look at the 
brochures and then use the 
elastic band with the sapling. 
Use the beautifully 
constructed catapult with the 
bell to distract the souvenir 
seller. Pick up the souvenir 
matches and move towards 
the pits. 



Get the pouch, sock, book and magic wand. Use the sock with the pouch and 
the pouch with the hole to get the mouse. Talk to the mirror and go up. Talk 
to the demons. Get the book and chemicals. Use the chemicals on the shield 
and hang the shield on the hook. Talk to the mirror again. Ask to see the lab. 
Read both books and go back upstairs. Talk to the demons. 




12. TRULY 
SORDID 


Use the magic wand with 
Sordid and he'll turn to 
stone. Now relight the pits 
with the matches and chuck 
the wand into the re-lighted 
pits. Unfortunately, Sordid 
now returns to life and raps 
you away. Simply wander 
back in and use the floor 



1 











Welcome once more happy lads and lasses to the sign that says you're welcome, not to 
mention the sign that says you're cheating * yup, tip time is upon us once more. If you're 
standing in the newsagents writing down all these level codes in a small book, then may I 
suggest that you sod off double-swiftish. If you're a faithful reader, however, then hi, 
come in, have a cuppa'. Don't forget that I can't exist without you, so if you fancy your 
name in lights and your letter box stuffed with a free software prize, get your tips into: 
Mr Tips, THE ONE, Priory Court, 30-32 Farringdon Lane, London EC1R 3AU. Thanks a mill'. 


SYNDICATE 

BuVIfrog 

Ta very much to Mike Fgan from 
Swindon and Matthys Von Der Mar 
from Holland for these company names 
with a difference. Type 'em in for a 
sorts of strange happenings,.. 


OWN THEM 

Turns all the countries except one to 
your colour. 

DO IT AGAIN 

Lets you choose any country you want . 

ROB A BANK 

Lots of cash . 

MIKES TEAM 

Gives you 100,000,000 dollars, and all 
the modifications and weapons have 
been researched for you 

MARKS TEAM 

This does almost the same as MIKES, 
except all your team have been kitted 
out with weapons and have had the 
best modifications done to them. Your 
cryo tubes arc also full. 

WATCH THE CLOCK 
Time passes very fast indeed. 



Psygnosis war-sim. f love you and I 
want to have your children. 


GRASS LEVEL 


Slaughter House 
Grenade Test 
Tank Test 
Chopper Squad 
Art Support 
Operation Cobra 
Flush 'Em Out 
Yellow Chickens 
Wifdgoose 
Freedom Parti 
Freedom Part 2 
Certain Death 


None 

3742D3751 1 750 
3743 ABD43D 200 
374EB1C108DFO 
3747F2D23O4E0 
374 E OF A0 58500 
37521 8624A9ED 
3741EE8D68730 
377E1AAF 75510 
37D0B6574FA90 
371 AD5D7GG290 
3066A48Q 19700 


BRUTAL SPORTS 
FOOTBALL 

Millennium 

A Mr Andy Wain from Worcester has 
sent in a code that takes you straight 
to the 1st Division matches for the 
ultra -violent sport si m r so type it in and 
get hurt big time. 

FQMXQX7KN 

5S9HC9ZZZ 

THE-GNE— 


DESERT LEVEL 

Mantrap 772 B8AF1 3DEC 1 

Ironside 772BACDB 1 A581 

Investigation 772BED3B1EOC1 

Warzone 772 A0B 1 60B53 1 

Operation Blitzkrieg 772E227F5CE01 
Heli Hath No Fury 772FF6A4 1 9791 
Operation Destroy 7 7 39AER97 SC A 1 
Operation Judas 7 7 3 D3 7 D B 1 1 A4 1 
The Defector 77 5 AFCE94D9A1 
Crater Maker 77821 FFA6 887 1 
No Chance 7 7 6 8092 A2C57 1 

Operation r.T.O. P.irt 1 75Q2584C7931 1 
Operation F.T.O. Part 2 737BF005797E 1 


THE SETTLERS 

Blue Byte 

Thanks to the large huddle of chaps 

and chappesses who sent in level 

codes for this stocking tittle game. 

Hold your breath and get ready for 

some hot love... 
Level 1 

START 

Level 2 

STATION 

Level 3 

UNITY 

Level 4 

WAVE 

Level 5 

EXPORT 

Level 6 

OPTION 

Level 7 

RECORD 

Level 8 

SCALE 

Level 9 

SIGN 

Level 1 0 

ACORN 

Level 1 1 

CHOPPER 

Level 1 2 

GATE 

Level 1 3 

ISLAND 

Level 1 4 

LEGION 

Level 1 5 

PIECE 

Level 1 fi 

RIVAL 

Level 1 7 

SAVAGE 

Level 1 8 

XAVER 

Level 1 9 

BLADE 

Level 20 

BEACON 

Level 2 1 

PASTURE 

Level 22 

OMNUS 

Level 23 

TRIBUTE 

Level 24 

FOUNTAIN 

Level 25 

CHUDE 

Level 26 

TRAILER 

Level 27 

CANYON 

Level 28 

REPRESS 

Level 29 

YOKI 

Level 30 

PASSIVE 


CHRISTMAS 

LEMMINGS 

Psygnosis 


Peter Lind ley (a mere 15 years of age 
reliably informed) from Whetstone a 
Pat Jones (no age given) firr- 
Merseyside both earn themselves a k 
pity top piece of free software for ti- 
the first in with these level codes for th 
oh -so -re cent festive release Christr 
Lemmings. Jolly good show! (By r* 
way. Psyggy - where's our review co: 
Eh? EH? We wanna play with the litT 
cubes too!) 


FLURRY 

Level 1 No code 

Level 2 IJJLDNCCC 

Level 3 NJLDLCCDCK or OJNLHCEDC 
Level 4 H LDLCIOEC ; 

Level 5 LDLCAJNFO 

Level 6 DLCMJLLGCV or DLClKLLGC 
Level 7 LCAOLLDHCP or LCANNLDHC 
Level 8 CINNLLHICN or CIOLLDLICY 
Level 9 CCJJMDLJCN or CEJIMDUC 
Level 10 IJJMDLCKCU or IKHMDLCKC 
Level 11 NJOLHCELCL or NHMLHCELC 
Level 12 JMDLCINMCK or JMDLCKNMCh 
Level 13 MDLCAJNNC 

Level 14 DLCIJNMQCt 

Level 15 LCAOLMDPC 

Level 1 6 CINNMDLQCS or CKNNMELQC 


THEATRE OF 
DEATH 

Psy gnosis 


I'd like to extend my thanks to the 
anonymous reader who sent in a 
huge computer printed sheet 
filled with level codes for this 


SNOW LEVEL 

Operation Polaris 
Swapping Sides 
It's a Secret 
if It Bleeds Kill It 
Warzone 
The Great Escape 
It's Freezing 
No Morale Values 


6031 7 69A63 9B2 
603 14CB348632 
603 1 BQ0C3O482 
6033 A4851 5532 
60332 5CA55CA2 
6035978F5A31 2 
60208E233B7D2 
601 SC59C3BB02 


The Trojan Horse - 606A6C 1 0290C2 
Operation Wolf 6020CD847A982 
Trouble and Strafe 603C522C7 1 302 
Driving Them Mad 62 D6F79E6C862 


LUNAR LEVEL 


You F.O, 

Shields up 
Pods and Sods 
The Eagles / Landed 


56401FA761 2 A3 
564036CC6BR 1 3 
5640955S6C8F3 
5640836454BF3 


The Theatre Of Death 5644 1 C7D065C3 


BLIZZARD 

Level 1 C AKH NNHBDK or CCJJ NOHBD 
Level 2 IJJLFNCCDQ or UKlGLCCt 
Level 3 NJLFLCCDDN or NJL6NCADD 
Level 4 JIFLCINEDC or JLFLCKNFD*' 
Level 5 LFLCAJNFDN or LGLCAJNFIX 
Level 6 FLCMJLLGDY or FLCIJQLGD> 
Level 7 LCCNNLFHDV or LCANOLFHD. 
Levels CINLLFLIDK or CMONNNH1D 
Level 9 CCJJMFUDQ or CCJKMFUt 
Level 10 IKHMFLCKDW or IKHMGLCKL ■ 
Level 1 1 NJMFLCALDU or NJMFNCCU 
Level 12 JMFLCINMDN or JMGLCINME 
Level 13 MFLCAKMNDW or MFLCEJMN 
Level 14 GLCQJMMQDV or GNOVULMOD. 
Level 15 LCCNNMFPDO 
Level 16 8INOOOLQPQ or BINNOONQt 





You must all hate me on a personal basis. I only say this because 
I've offered you the chance to Empress your friends with displays of 
your infinite wisdom, and yet you still refuse to be in my gang 
Come on — help a fella" out! 


Dear Readers, 

Please please please can you help me. I've 
got a problem with a magazine called The 
One. I've got to page 103 but can't get past 
the bit where all these horrible readers 
send me their problems. 

Matt The Medic 


* A very persistent Victoria Dutton from Powys is (apparently) de: 
perate to know how to kill the dragon in the castle in DUNGEON 
QUEST. She has found the magic ring but can't get it to work. 

■ Victoria also wants to know how to get past the lake in SPELL- 
SOUND DIZZY. 

* Stuart Thompson from Brixton wants to know if anyone has 
found any cheats for DIGGERS. 

* Gill the Lard from Fat Lad Land (?) wants to know how to blow 
up the factory on mission 12, Part 6 of 6 in CANNON FODDER. 


a number to move onto that game called ROBOCOD, I'm pretty 
level. good at the game, but by the time I 

get to later levels, IVe already lost 
Dear Mr Medic, most of my lives and don't get to see 

Please help me! I'm well and truly much of the game. Do you have any 

stuck in the slightly surreal GOBLilNS infinite live cheats please, please, 

2 . Don't ask me how, but I've man- please (etc, again - Matt), 
mug was and you'll get every aged to get as far as the parchment Paul Gifford, 

item on the go. I thank you. on World 6. However, I haven't got Rugby. 

the foggiest how to get any further. 

Dear Matt The Medic, Come on then your fullness, get Please, please, please stop being 

I've just bought A-TftAlN as part of a explaining! so humble — although l like the 

compilation. The only problem is that ICaren Price, sound of Sir Matt! Type THE LUT- 

I'm crap at it and can't get very far Nightsbridge. TLE MERMAID anytime during 

into it due to lack of funds. Have you the game and then press the fol- 

any cheats that will get me going? If I'm honest (and this only based lowing keys for the following 
Steven Morris, upon my attempts to play the effects. 

Edinburgh, game) I'm surprised that anyone 
has managed to get past the 
I'm not really sure what you loading screen. Anyway, assum- 
mean by 'get you going' but ing that Fingus is now called 'F‘ 
here's a cheat for tons of lovely and Winkle is called 'W, let’s 
lolly anyway. Just type in move on shall we.., 

CHEATERCHEATERWIMP at any Okay, get F to lift the handle 
point in the game. See, easy as and ¥V to lift the point. Do this 
that twice and then get F to take the 

book mark. Use this on the can- 
De^r Matt, die to give it a wick, and then get 

l J m having trouble with a bit of an W to take the match and use it 
oldie — PRINCE Of PERSIA. There's on the eye. This will now fall out, 
just one bit oni Level 2 where I can't meaning that you can get the 
get down to one of the nasty fella's buffoon to kick it and smash the 
without being killed before l can draw glasses. 

my sword. Do you have any cheats Now get F to take some glass 
that will increase my energy or some- and use it on the ray of light to 
thing? light the candle, producing a 

Brian Stevens, lump of wax. F can now use the 
Poole, wax on the seal and then on the 
imprint on the lock. Take the 
Huzzah! (Just getting into the seed that emerges and plant it 
spirit of things.) 1 don't have any on the village map. The goblins 
energy tips, but I do have a level can now climb down to the next 
skipper that wilt er, allow you to screen with buffoon. Phew! Who 


(Tough. Get on with it. — Doctor David 
London) 


Dear Matt, 

I wonder if you could solve my prob- 
lems in INDIANA JONES AND THE FATE 
OF ATLANTIS » can t get past the fat. 
bald, ugly guard m the Maze of Crete. 
He's far too strong and drunk) and 
the boulder rolls the wrong way. 

Sam Doesborgh, 
The Netherlands. 


Ooh'la-la. Time's run out 
again. Don't despair 
though, ('ll be back at the 
same time next month with 
more medicinal offerings, 
so get your probs into; 

Matt The Medic, Games 
Surgery, THE ONE, Priory 
Court, 30-12 Farringdon 
Lane, London EC1 R 3AU. 
Please don't phone in or 
send SAEs as I can't answer 
your queries personally and 
all those homeless stamps 
make me want to raise a 
people's army and seize 
control of the state. See ya! 



PPD Z O N 

Hey, you crazy guys! 
Have any of you 
noticed that the title 
PD Zone actually 
includes the word 
'ONE', as used in the 
title of this very 
magazine. Yes. V 
know. Brilliant, isn't 
it! How many other 
words can you spot 
that include the 
word 'ONE'? 

Answers to Matt at 
the usual address. 

Oh yes, and here are 
some PD games as 
well. 



SPATIAL 

HYPERDRIVE 



), available 
ill good PD 
ie$. 


I love a nice simple game, and this is 
just about as simple as they get. In 
Spatial Hyperdrive, you're a pilot 
who must navigate his ship down a 
horizontally-scrolling tunnel. Your 
craft crawls along at first, but grad- 
ually increases in speed until it's 
steaming along at a speed that even 
Nigel Mansell would fill his pants at, 
But that's not all. Alhough the 
tunnel starts off fairly roomy, as you 
progress further it starts to branch 
into separate narrow forks, making 
a tough job even tougher. Make your 


choice and make it well because 
you'll find that some routes are more 
demanding that others. 

You have a number of shield 
points, shown as bars along the top 
of the screen, and you iose one every 
time you bit a wall. Other than that. 
Spatial Hyperdrive is simple, very 
hectic and very demanding on 
your reflexes - but what's it 
IT'S! actually Me? 


9 


E 



Well.,, it's alright. I suppose. It's 
very fast and very panic inducing, 
but you'll soon discover it's not the 
sort of game you play to see what 
surprises lie on the next level, After 
ail, at the end of the day flying down 
tunnels very fast is just, erm, well, 
flying down tunnels very fast. 

The action is impressively smooth 
(though the edges of the screen suf- 
fer a bit from the speedy update) 
and the control is pretty responsive 
too. The tunnels have been mapped 
out well, with lots of nasty twists 
and turns that make the tunnel look 
as though it's going to head off one 
way when in fact it's about to shoot 
off in another. 

In summary,, this is a decent 'pap 
your pants' offering that has initial 
impact, but probably won't have you 
coming back time and time again 
simply because it's too samey. 


OVERALL 


67 % 
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KUNG-FU 

CHARLIES 

Assassins, 

Disk 145. 

Before we begin, I feel it only fair to 
tell martial arts fans - DON'T GET EXCIT- 
ED! Kung-Fu Charlies bears as much 
relation real Kung-Fu as the taste of 
chicken-flavour crisps does to the taste 
of real chicken. It's a silly game, and no 
mistaking, 

You, young man, are a Kung-Fu 
Charlie, as are all of the characters that 
appear in this game, and have been 
charged with a simple task - heat up 
anyone you encounter. Anywhere. You 
do this using a limited number of 
moves that rival even that of Bruce Lee 
(I'm referring to the old Spectrum 
game, not the actual Bruce Lee) and 
with not only a kick but a flying kick as 
well, must beat everyone Off the 
screen. 

Bad guys vary from donkey-like Win- 
jas who just wait on platforms for you 
to arrive and deal out death, to more 



of the day (and fairly dumb first thing 
in the morning as well.) 

Once the room you're in has been 
cleared of enemies, you can exit via a 
door that opens in the wall - leading 
into a similarly furnished room with 
more of the same. 

It's all pretty simple, as I imagine 
you've gathered from the description, 
but it has to be said that it's actually 
quite fun leaping about and smacking 
thick little people around the screen. 
The graphics are old fashioned hut 
clear and the sound effects are limit- 
ed to a 'sbmack' noise, but who cares - 
It's a lovely little time waster and a lot 
better than some of the rubbish we've 
seen in the last few months (need I! 
mention the words 'Fistfighter' or 'Dan- 
gerous Streets' on these pages? I think 


agile fighters who'll pursue you ledge 
to ledge. In honesty, none of these 
opponents are worth worrying about, 
as they're all pretty stupid at the end 


not.) 


OVERALL 


79 % 









P D ZONE 



NIBBY NIBBLE 




Yes, I knov, it's a r o s idea and,, yes, 
I know we've seen ft about a hun- 
dred times before, but this is just 
such an exce version that I had 
to include it K bby Nibble is, of 
course, another copy of that age-old 
classic. Snake 

In Nibby Nibble, you take the part 
of a snake who ■ e Da . ;i can't get 
enough food The on , problem is 
that, again like Dav d the more he 
eats, the bigger r- gets This might 
not appear to be such an incredible 
problem, but whereas we just widen 
the office door? for Mr Upchurch, 
Nibby travels through a series of 
maze-like areas and should he 
bump into his ever lengthening tail, 
will end up eating himself and los- 
ing a life. 

Each level presents a different 
food and a different Payout, varying 
from standard mazes to intricate 
grid layouts, necessitating ever- 
changing strategies if you hope to 
dear the level before crashing into 
yourself. 

Where Nibby varies from the 
other numerous copies is that he 
isn’t a continuously moving snake, 
with the player able to pause for a 
moment aand plan ahead, thus 
allowing a touch of strategy to enter 


the game. The levels are still under 
an overall time limit, but this little 
difference does allow the player to 
take a bit more time and avoid the 
'death by panic' which seems to 
creep into quite a few of these game 
types. 

Although we tend to attack 
games that are unoriginal, this had 
me and Dave well and truly hooked 
just because it s so beautifully done, 
with excellent presentation and 
responsive controls. The difficulty 
level is just right, meaning that after 
a couple of plays you're left with 
more idea of how to complete each 
level on your return. 

The graphics are made interesting 
thanks to the variety of levels and 
items, and the overall feeling is that 
of a professional budget game. T J is 
very nice indeed, and a definite for 
collectors of quality nostalgia. 



PAR ATTACK 


Now call me stupid, call me easily 
pleased but I like this little chap, if 
you're looking for an involved plot fea- 
turing paragraphs filled with story and 
intrigue then you'd best look else- 
where, because all I have to offer you 
is killing on a grand scale. Still here? 
Thought you might he! 




PD PHONE HOME! 

• Darren Ithell, 36 Portia Avenue, Bebirvgton, WirraJ. Merseyside L63 SLF, 

• 17 Bit Software, 1st Floor Offices, 2/8 Market Street, Wakefield WF1 1DH. 
Telephone: (0924) J8G9&2. 

• PD Soft, 1 Bryant Ave, Southend-On Sea r Essex SSI 2YD. 


In Par attack, you take on the role of 
a lone sentry who has been left to man 
his base's anti-aircraft gun. Unfortu- 
nately, the enemy has chosen that 
night to launch a major air offensive, 
with squadrons of helicopters and air- 
craft airlifting in asssault paratroopers 
whose sole intention is to blow you up. 

It's your fob to destroy these attack- 
ers using the limited supply of ammo 
in you gun turret Each successfully 
destroyed craft rewards you with more 
shells, meaning that you need to he 
efficient or else you'll run out of ammo 
before the last para has been killed. 

If paratroopers are dropped before 
the aircraft has been destroyed, you 
can still shoot the actual paras, but 
should enough manage to land safely 
they'll form a human ladder to your 
turret and present you with the latest 
in small, metal, explosive bails. I think 
you know what I mean. 

Parattack is an excellent example of 
how a simple idea can be made to 
work just by injecting a hit of charac- 
ter, with little screams from shot paras 
and decent little animations as they 
climb your walls and crash-land near- 
by. The paras themselves have a touch 
of 'Lemmimgness 1 about them, and Pt 
seems that after Cannon Fodder peo- 
ple are beginning to realise the advan- 
tages of using little people in war- 
themed games. (Sick, eh?) 

Though this isn't exactly the sort of 
thing you're going to impress your con- 
sole-owning mates with, it has the 
same sort of 'load it up for a quick 
slaughter' appeal that Walker and Can- 
non Fodder have, only cheaper! Not 
stunning, but pretty good fun and well 
worth a couple of quid. 


OVERALL 


| 81 % 


DITHELL IN 


Those readers with a fine memory 
and a sharp mind will probably recall 
Dithell from a few months back 
when he ran and jumped around 
platforms changing their colours. 
Well now he's back, and this time 
he's in space. 

This game is split into three main 
types of play, one being a 'fly around 
a platformed level shooting things' 
affair, the second being a 'left to 
right shooting oncoming obstacles' 
thang and the third being a 'control 
your floating craft while shooting 
baddies and collecting fruit' jobbie. 
Collecting fruit is very important, as 
not only does it award you points 
but it also gives access to higher lev- 
els of firepower - very important for 
later levels. 



Dithell In Space can be played as 
a single-player game, a ’two players 
on-screen at once' game or a two- 
player split-screen game, all with no 
slow down in the action. Well done, 
Mr Ithell! 


As an overall product, I have noth- 
ing but praise for DlS, as if puts some 
of today's full price releases to 
shame with its presentation, 
between-levei animations, sound 
and originality of style, but unfortu- 
nately the game is a bit harsh as far 
as 'lives and the ease of losing them 
all very quickly’ goes. 

During the mam part of the game 
(i.e, where you move around the 
platform levels shooting aliens and 
picking up fruit) you're flying with 
the aid of a jetpack which isn't 
incredibly easy to control which, 
when coupled with the aliens’ some- 
times unpredictable movement, can 
lead to lots of bouncing into baddies 
problems. 

All said and done this is very, very 
impressive, but a few problems with 
the controlabiNty of the main char- 
acter let it down. I was lucky enough 
to get some level passwords, but I 
fear the paying public will only get 
to see a small percentage of what 
the game has to offer. Brilliant stuff, 
none-the-less. 




CDTV? 


We haven't heard about anything 
for the CDTV for many moons now 
but I thought you ought to know 
about a compilation CD from 17 Bit 
Software. This is the follow-up to 
the 17 Bit Collection, and contains 
over BOO of the best PD games 
ever, including all the Assassin 
compilations. It also features a full 
index and file search system that 
can be used for this and the origi- 
nal collection 

17 Bit: The Continuation Disc 
will retail at £19.99 and is avail- 
able from the usual address. 
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Business Pack 1 
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Utilities Pack 1 
Clipart Pack 1 
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Games Peck 1 
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Colour Fonts Pack 1 
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To Target 
enthusiastic and 
dedicated games 
players in the 
Amiga market 
Call: 

Michelle Gardiner 

On: 

07 1 972 6700 
Extension 2435 









MAY 1992 - 


JUNE 1992 SOLD CUT 
JULY 1992 

ON THE DISKS! Playable demos of Red Zone 
and Galactic p us FIVE complete PD games: 
Battlement* Dragon Tiles, MegaTron, 
Omega Race and Hollywood Trivia? 

WIPPED! Lotus 3 w mg command ei* and The 
Carl Lewis Cha >ei-.ge 

REVIEWED' Lure o* me Temptress, Monkey 
island 2, Ishar Striker, Championship 
Manager and many more! 

TIPPED! Player J guide* to Parasol Stars. 
Epic, John Madden football and Eye of the 
Beholder 21 

PLUS! the Qnp gin-M challenge! 

AUGUST 1992 - SO. : 0 .'T 
SEPTEMBER 1992 

ON THE DISKS Playable demos of Premiere, 
Tiny Shweek* Jnd Match of the Day, 
Flashback preview and three PD garnet: 
War, Nebula and Croak! 

WIPPED' Second Samurai, Flashback and 
more on Frontier Elite 1\ 

REVIEWED' Prem iere Meg JT rave Her 2, Guy 
Spy, Fascination Beast 3 and many more! 
TIPPED! Player s guides to Graham Taylor, 
Civilization and! F re & Ice ■ p t 2] and the an' 
going solution to Monkey Island 2! 

OCTOBER 1992 

ON THE DISKS! Three disks this month, Con- 
taining playable demos of Assassin, KGB 
and Fireforce plu* 2 PD games? 

WIPPED! The Chaos Engine, Legends Of 
Valour and the final instalment of Frontier! 
REVIEWED? Putty The Humans, Aquatic 
Games, Lotus 1, lool and many more! 
TIPPED! Player s guides to Dune and Lure of 
the Temptress !K* start of a complete solu- 
tion to Eye of the Beholder 2 and the last 
part of the Monkey Island 2 solution! 

PLUS! Those end game sequences revealed! 
Westwood Studios interviewed] 

NOVEMBER 1992 

ON THE DISKS! Demos of The Chaos Engine 
and Lionheart plus five PD games! 

WIPPED! Street Fighter 2. Gunship 2000, 
Dark mere and Desert Strike? 

REVIEWED? Wing Commander, Road Rash, 
Legend of Kyrandia and many more! 

TIPPED? Complete solution to Hook and the 
second part of the Beholder 2 solution! 
PLUS! Sensible Software interviewed! 

DECEMBER 1992 

ON THE DISKS? Playable demos of Sensible 
Soccer VI. 1, No Second Prize, McDonalds 
Lend and Creatures glut a preview of 
Street Fighter 2? 

WIPPED! Superfrog, Star Trek and WWF 2! 
REVIEWED! Legends of Valour, No Second 
Prise. McDonalds Land. BC Kid, Nigel 
Mansell, Lethal Weapon and many more? 
TIPPED? Guides to Zool and Wirkid plus the 
last part of the Beholder 2 solution! 

PLUS! The A120Q revealed! Richard Mr 
Music' Joseph interviewed? 

JANUARY 1993 

ON THE DISKS! Psycho Game - a complete 
game specially written for The One by 
Bullfrog j along with playable demos of 
Gunship 2QDQ and Dalek Attack plus a pre- 
view of Archer Maclean's Pool! 

WIPPED! Microcosm, and Dracula on CD, 
Dune 2 and Superhero? 

REVIEWED! Indy IV graphic adventure. 

Street Fighter 2, Cool World, KGB, 

Waxworks and many morel 
TIPPED! Guides to Wing Commander, the 
start of a complete Legend of Kyrandia 
solution and a Complete solution to Dizzy: 
Prince of the Yolkfolk! 

PLUS! 1993 previewed! The One awards! 
Stunning Dave Gibbons cover! 

FEBRUARY 1995 

ON THE DISKS! Playable demos Of Darkseed, 
Universal Monsters and Superhero! 


Being a person of discerning taste you are no doubt a 
regular reader of The One, the bible of all that's tops in 
the heady world of Amiga games. But even so there may 
well be embarrassing gaps in your collection. Maybe you 
didn't start reading The One until recently, or perhaps 
you didn't start reading at all until recently or maybe the 
newsagent simply ran out of stock - in which case why 
didn't you place an order? 

Whatever, here's your chance to fill in those gaping 
voids in your magazine- related life. Below you'll find 
listed all those lovely issues of The One stretching back 
to May of last year, complete with detailed descriptions 
of their contents. Be warned that many of them have 
sold out - we're fust so damn popular! 

To order fill in the coupon below, write out a cheque or 
postal order for the required amount and send it to: The 
One Back Issues Dept, Tower Publishing, Sovereign Place, 
Lathkill Street, Market Harborough LE16 9£F. 


WIPPED! Space Hulk, Chuck Rock 2 and 
Ambermoon? 

REVIEWED! The Chaos Engine, Dragon's Lair 
5, WWF 2, Dark seed and many more! 

TIP PEP! player's guides Co Street Fighter 2, 
Se ns i soccer VI ,1, Sabre team and Fireforce 
plus the on- going Kyrandia Solution! 

PLUS! Commodore's ex-boss Kelly Sumner 
interviewed? 

MARCH 1993 

ON THE DISKS! Playable demos of 
Superfrog, Flashback, Prime Mover and 
Woody's World, plus a complete PD game: 
Oblivion! 

WIPPED! Liberation: Captive 2, Woody's 
World, Ishar 2 r Blastar and amny morel 
REVIEWED? Body Blow*, Lionheart, 
Flashback, TransarCtka, Walker, Lemming* 

2 and many more! 

TIPPED! Player's guide to Legends of 
Valour, complete solutions to Indy IV 
adventure and Future Wars and the last 
part of the Kyrandia solution? 

PLUS! Ten good reasons to buy an A1 200 
now? Dino Din! interviewed? 

APRIL 1993 

ON THE DISKS? Playable demos of FA 
Premier League (collector's item!), 
Abandone Places 2 and Beaver*, plus two 
PD games: Transplant and Pa c Man Deluxe! 
WIPPED? Batman Returns, Cyberspace, 
James Pond 3. Lost Vikings and many more! 
REVIEWED? Superfrog, Arabian Nights, 
Chuck Rock 2, Abandoned Places 2, Desert 
Strike and many more? 

TIPPED1 Complete solution* to Darkseed, 
Dragon's Lair 3 and Indy III, plus the start 
of guides to KGB and Bill's Tomato Game! 
PLUS! X-Wing on Amiga revealed (but it's 
actually an April Pool's joke). 


MAY 1993 SOLO OUT! 

JUNE 1993 

ON THE DISKS'! Blaster!, a specially-written 
full game for The One, plus a playable 
demo af Nippon Safes and two complete 
PD game*: Alien Bash and Tractor Beam! 
WIPPED! Bubba r n r Sti*, Realms of 
Darkness, Innocent Until Caught, 

Maelstrom and many morel 
REVIEWED? Goal!, Super Cauldron, Ancient 
Art of War in the Skies, Legend 2, The Lost 
Viking* and many mare! 

TIPPED? Player's guide to Lionheart and 
Chuck Rock 2 plus the completion, of the 
solutions to KGB and Chaos Engine! 

PLUS? We tell you how to get into the soft- 
ware business! 

JULY 1993 - SOLD OUT" 

AUGUST 1 993 

ON THE DISKS! Trek Warrior, a full game 
from Thalion written for The One, plus a 
playable demo of Ishar 2 and Snakes and ■ 
complete PD game: Wibble World Giddy! 
WIPPED! Tot-n Carnage, TFX, Beneath the 
Steel Sky, Utopia 2, Brutal Sports Football 
and many morel 

REVIEWED! Deep Core, Sim life. Whale 1 * 
Voyage, Battle Isle '93 and many more? 
TIPPED! Guide to Dune 2. Gunship 2000 and 
Reach for the Shi«*, the Abandoned Places 
2 complete solution continues while the 
World Of Legend solution starts! 

PLUS? The CD32 is unveiled I Arnie's raw 
deal? 

SEPTEMBER 1993 

DN THE DISKS! Playable demo* of 
Overdrive, Bubba 'n' Stix, FI 12a Stealth 
Fighter, Deep Core and Suburban 


Commando! 

WIPPED! Last Action Hero, Micro Machines, 
Alfred Chicken, Theatre of Death, Seek ft 
Destroy, Oscar and many more! 

REVIEWED! Soccer Kid, Hired Guns, Diggers, 
Premier Manager 2, Yo? Joel, Slob, The 
Patrician and many more? 

TIPPED? Complete player's guide to 
Syndicate and War in the Gulf, a complete 
solution to TrdnsarCtiea, the start of the 
Ishar 2 solution, the ongoing Abandoned 
P Laces 2 and Worlds of Legend sagas? 

PLUS! More CD32 info? 

OCTOBER 1993 

ON THE DISKS? Playable demos of Space 
Hulk, Alfred Chicken and Burning Rubber? 
WIPPED! Mortal Kombat, Elf mama. 
Evolution, Wander Dig, FI and many more! 
REVIEWED! Space Hulk. Jurastk Park, 
Overkill, Micro Machines, Alfred Chicken, 
Blastar, Disposable Hero, Burning Rubber 
and many morel 

TIPPED! Complete players' guide to Diggers. 
Beastlord, Wibble World Giddy, The 
Patrician, Goal! and more of the Ishar 2 and 
World* of Legend solutions! 

NOVEMBER 1993 

ON THE DISKS! 3 Disks again, featuring 
playable demos of Uridium 2, Hero Quest 2 
and Seek and Destroy, along with two com- 
plete PD game*? 

WIPPED! Body Blows Galactic, King s Quest 
VI, Rally, Rise of the Robots, Seventh Sword 
of Mendor and many more! 

REVIEWED! Brutal Sports Football, 

Cardiaxx, Donk, Frontier: Elite 2, Qwak and 
many morel 

TIPPEOI Hired Guns, Alfred Chicken (part 
one). Space Hulk (part one), Ishar 1 (part 
three) and many more! 

PLUS I The programmer* talk to us? DMA 
Talk to us! Find out how we make The One! 

DECEMBER 1993 

ON THE DISKS!Piayable demos Alien Breed 
2, Brian the Unn and Bob's Bad Day? 
WIPPED! Heimdall 2, Reunion, Theme Park 
and many more! 

REVIEWED? Cyberpunk*, F117A STealth 
Fighter, Cannon Fodder, Alien Breed 2, 

Body Blow* Galactic, Liberation, Magic Boy, 
Perihelion, The Settler* and many moral 
TIPPED! The end Of the ishar 2 solution! 
Body Blow* Galactic, Allen Breed 2, Space 
Hulk (part 2), MASSIVE Frontier players' 
guide, the complete solution to The Secret 
of Monkey Island and many more! 

PLUS? Find out how they make Games 
World Live! at we spend a day with them! 

JANUARY 1999 

DN THE DISKS! Galactic: The Xml* RemlN - A 
complete game from Stavros Faso ul as - 
plus a demo of Zool 2 and a complete 
A1 2 00 -only PD game! 

WIPPED? Universe, Cool Spot. Dennis & 
Gnasher and Heimdall 1 Part 2! 

REVIEWED? Mortal Kombat, Zooi 2, T2, 
Microcosm, Bubba n Stix and loads more 1 
TIPPED! Player's guides to Body Blows 
Gallic tic, combat Air Patrol, Jurassic Park 
and bundles morel 

PLUS? The programmers of Liberation 
speak? Massive preview of EVERY game 
scheduled for release in 1994? 


r. 
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THE ONE BACK ISSUES OFFER! 

Please send Die the following back l**ue(t) of The On*: 

Quantity. 

I enclose a eheque/postal order made payable to EMAP Images for in- 
itiates per magazine: UK - 1 5.99: Europe - ffi.SO Overseas - £9,50) 


Name:.... 

Address: 


Post code: 


PI edit: allow IS days for order* to be fulfilled upon rrc»ipt of riqueit All onln* in subject to avail- 
ability - all titlax ihown art available at the timer, af tha nxut going to prfrix (extent (hose marked 
'Sold Out?', obviously!. 


FEBRUARY 1994 

ON THE DISKS? Playable demo* of Beneath 
A Steel Sky and Super Methane Bros! 
WIPPED? Skeleton Krew, Zee wolf. 

Magician's Castle, Out To Lunch, Super 
Methane Bros and Heimdall 1 Part 3! 
REVIEWED? Coo! Spot, Brian The Lion, Seek 
ft Destroy, FI, Castle* 2, Simon The 
So reel or. Campaign 2 and many more!' 
TIPPED! Mortal Kombat s finishing moves 
revealed, the start of complete solutions to 
Star Trek and Simon the Sorcerer, secret 
spell recipe* for Wii iV Liz plus much more! 
PLUS? Exclusive- ntwx about Rebel Assault 
and Day Of The Tentacle on CD32! The One 
team star in their own computer game - 
SnaekeramaE 
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fed up? Bored? No social life? Then fear not, dear reader, for we have the answer to all your 
problems. It's called The One and it's available without a prescription from most good 
newsagents. As every discerning Amiga owner knows, The One is Britain's biggest and best 
Amiga games magazine Every month The One gives you: 

0 The hottest news and the best exclusives - you'll know 
about it first because we know about it first! 

• In-depth and unbiased reviews of all the latest releases! 

S Regular hints, tips and cheats to help you get the most out 
of your games! 

# Comprehensive coverage of the PD and budget 
games scene! 

9 The best and most exclusive demos in the business! 

0 The odd crap joke and a spelling mistake or two! 

Brilliant eh? Gut because every issue is always jam packed full of meaty goodness we tend 
to sell out pretty quickly, sq crumbly old slow-coaches may well miss out. We don't want 
that - and we're sure you don't either - which is why we've come up with a brilliant new 
subscription offer. 

Not convinced? Then here are just a few reasons why subscribing to The One is becom - 
mg the biggest craze to sweep the nation since chasing a massive wooden hoop down the 
road with a stick. 

0 You get one of these fantastic Team 17 games for the 
grand sum of no pence sterling! 

0 You guarantee your copy of The One every month! 

0 Your copy delivered to your doorstep free of 
charge - before it's available in the shops! 

There really is only One magazine you need. Subscribe now and claim your Team 17 game. 


0 Body Blows Galactic 

"Just about the best beat -'em up available," 
Simon Byron, The One January 1994. 

Overall Score 87%. 

Worth £29.99 A1 200, f26.99 A5W6QQ. 

0 Alien Breed 2 

"Alien Breed 2 truly is one of the best arcade 
blasters available.., terrific fun to play " 

Simon Byron, The One December 1993, 

Overall Score 91%. 

Worth £29.99 A1 200. £26 99 A500/600. 

0 Superfrog; 

"Glumphl” 

David Upchurch, The One April 1993. 

Overall Score 93%, 

Worth £26.99, 


# Overdrive 

Take the driver's seat in 4*4's, Buggies, Supersports 
and Q V, Cars and race arpung twenty gruelling 
courses across five different terrains. 

Overall Score 83%. Worth £25.99. 

• special edition double pack 

Alien Breed Special Edition 

"If you didn't pick up Alien Breed the first time 
around then buy this Special Edition now ' 

David Upchurch, The One January 1993. 

Overall Score 88% 

Project X Special Edition 

"If you don't already own the full pricer then don't 
buy another game until you've snapped up this." 
Simon Byron, The One August 1993, 

Overall Score 92%. 

Worth £21.99 





A Subscription to The One 
(12 issues including postage) 


costs only: 

U.K, BFPO <47.40 

Overseas * Surface mail £49.00 

Europe, Eire - Airmail £50.00 

Overseas * Airmail Zone 1 £75,00 

Overseas - Airmail Zone 2 £81-00 


Your software choice is mailed separately 
to your first issue. Please allow 28 days for 
fulfilment. 

FREE SOFTWARE IS ONLY AVAILABLE TO U.K RESIDENTS. 
OFFER CLOSING DATE 27TH APRIL 1994. 


To place your order simply complete the coupon below and send to: Tower Publishing, Tower House, Sovereign Park, Lathkill St, Market 
Harborough Leicester LEI 6 9EF. Or call our CREDIT CARD HOTLINE on (0858) 468888 quoting appropriate free game source code. 


'THE ONE AMIGA ~SU~BSCRIPTION~ ORDER FORfl/f! 


SUBSCRIPTION RATES (12 Issues including postage) 
(Please tick) 


□ 


£47.40 UK BFPO 

£75.00 OVERSEAS ZONE 1 AIRMAIL 


□ 

□ 


£50 AIRMAIL EUROPE/EIRE 
£83.00 OVERSEAS ZONE 2 AIRMAIL 



£49.00 OVERSEAS SURFACE MAIL 


METHOD OF PAYMENT 

(Please tick) 



CREDIT CARD 



CHEQUE 



P/0 / INTERNATIONAL MONEY ORDER 


Make cheques per, able to: EMAP IMAGES LTD (Access, Visa, Amex, Diners Card, and American Express accepted.) 


Card no: 


Expiry Date : 


Signature:.,... 

PLEASE SEND ME THE FREE SOFTWARE OF MY CHOICE (please tick one box) (Offer available to UK residents only): 


Q BODY BLOWS GALACTIC (A500/A600) Source Code Ell 
LJ OVERDRIVE (ALL AMIGAS) Source Code El 3 
O ALIEN BREED 2 (AI2G0) Source Code E17 
□ ALIEN BREED 2 (A500/600) Source Code El 2 


J BODY BLOWS GALACTIC (A1200) Source Cade Elfi 

_J SUPERFROG (ALL AMIGAS) Source Code E14 

-J PROJECT X SPECIAL EDITION & ALIEN BREED SPECIAL EDITION El 5 



NAME:..... 

ADDRESS: 


POSTCODE:.....-..-., ....................... TELEPHONE... 

PLEASE SEND THIS COUPON TO: 

TOWER PUBLISHING, TOWER HOUSE, SOVEREIGN PARK, LATHKILL ST, MARKET HARBOROUGH, LEICESTERSHIRE, LEI6 9EF, Tel ; (0853) 463888. 

Please allow 28 days from receipt of order for fulfilment. Your subscription will start from the next available issue unless otherwise specified. 

Free software subject to availability. In the unlikely event that your choice should become unavailable we reserve the right to offer an alternative game. 

Tick here if you do not wish to receive any direct mail that EMAP Images Ltd feels may be of interest to you, OFFER ENDS 27TH APRIL 1994. 




This issue, Inspired by John Major, we decided that we'd get Recommended 
’Rack To Basics'. Out would go games that featured excessive violence, per- 
verse sexual acts or single parents, and in would come nice, middle-class 
games that would offend nobody, had a good job and voted Tory. Trouble 
was, after we'd purged the filth from these pages we only had one game 
left - Alfred Chicken, and even that was on shaky ground 'cos you know 
what they say about chickens. So, since we couldn't think of any way to fill 
the resulting space, we decided to print the usual rubbish. Read on, sinner. 


Alfred Chicken 

Publisher: Mind scape 

Issue Reviewed Ckrtober 1 993 

Memory: 1Mb 

Price; £26-99 

Although not as good-looking as some of the recent 
flock of platform games, Alfred scores over many of its 
rivals by simply bmnq incredibly playable. There are 
tors of secret rooms and bonuses to find and, 
generally speaking, you'd be hard pushed fo find a 
better no-nonsense platform romp. 




Beneath a Steel Sky 


Publisher; 
issue Reviewed; 
Memory: 

Price: 


Virgin Interactive 
November 1993 
1Mb 
£29-99 


Revolution's latest has been produced in collaboration 
with lop comic artist Dave Gibbons, and if ever there 
was a match made in heaven then this is it. The result 
is a stunning graphic adventure which, while lacking in 
humour compared to, say, Monkey Island, more than 
compensates in every other department. 


Alien Breed 2 

Publisher: Team 17 



Issue Reviewed: December 1993 

Memoiy: 1 Mb 

Price: £2599 

T-am 1 7 return to familiar territory with this* the sequel 
to the game that first established Ihe company as one 
of Britain's leading Amiga developers. If s more ol (he 
■^me GauntM-esaue bug-hunting action basically, but 
bigger, busier and blastier Some have complained if s 
too easy though... 




Body Blows Galactic 

Publisher: Team 17 



Issue Reviewed: December 1993 
Memory: 1Mb 

Price: £26.99 

Yet another sequel from Team 17 which does tor street 
fightin 1 what Alien Breed 2 does for bug huntin'* Body 
Blows Galactic is the business, boasting much 
smoother animation - the characters no longer move 
like the puppets from Thunderbirds - faster action, 
animated backgrounds and enhanced sound effects- 


Arabian Nights 

Publisher: Krisalis 



88 % 


Brutal Sports Football 

Publisher: Millennium 


Issue Reviewed: April 1 993 

Memory; 1Mb 

Price; £25.99 

Yes, Arabian Nights is yet another platform game, but 
don't yawn and turn over the page because this one is 
really something rather special. H's fast, looks good, 
sounds terrific and plays superbly, bul on top of that 
iris got some excellent 'arcade adventure 1 aspects to 
*dd a touch of depth. Smart stuff all round. 




Issue Reviewed:; November 1993 
Memory: 1 Mb 

Price: £25,99 

It's boon a long time Since Speed ball 2 set the p Ate in 
fantasy sports games, and while Brutal Sports Foot b a 
doesn't quite make the Bitmap game obsolete it’s a 
worthy companion piece. It’s extremely violent, with 
spuds of blood Hying everywhere and even the 
occasional decapitation I You have been warned.. . 


Battle Isle ‘93 

Publisher: Blue Byte 



Issue Reviewed; August 1993 

Memory: 1 Mb 

Price: £29.99 


If you liked Battle Isle then you'll love this. It's 
basically more of the same but with an enhanced 
control interface ripped from Hi^taryline. Once 
again you have to pit your armies of tanks* troops 
and spaceliqhters against the enemy hordes, 

P 


Guaranteed ion for el 




Bubba ‘n’ Stix 

Publisher: Core Design 



Issue Reviewed: January 1994 
Memory: 1Mb 

Price; £25-99 

Another platform game from Core Design? Surely not 
We shouldn't moan though, especially If there as 
done as Bubba V Slix. Yes. Id's a bit short, bid It's 
beautifully programmed, the graphics have a vividnes; 
not often seen on the Amiga and there's a brilliant •» - 
ol humour running through it all. 
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Cannon Foooe- 


Publisher 
Issue Re. e 
Memory; 
Price; 

War, say th* 
fun, and rt ■ 
the most 
yonks. It m 3 . 
blast affak , > 
needed if . . . 


93 % 



88 % 


Desert Sr • e 



Publisher 

Issue Re* 

Memory: 

Price: 

Definitely La ; 
yet, OS has , 4 

around h c = e 
man’s shoot 
sound as 
actuary 

Dune 2 

Publisher: 

Issue Reviewer 

Memory: 

Price: 

From Westwood 
highly rega : 
and beginner 
mould. Harvw 
of Arr&hrs and - 

buff a n d - - i - . - 


~l wm, Ai-tS 


93 % 
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chopper 
I f I thinking 
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sod 



90 % 
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you the 
«ry playable 
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become ruler 
tar strategy 



FI 


Publisher: 

Issue Reviewed 

Memory: 

Price: 

From the French pwn rii 
come this, the oflcM FI to 
basically Vroom ai ow agm 
it needed to be' ar«c »-r a 
Although not aim to 

Offers irtcredible 


90 % 


1994 


C2I ■: 


you Vroom 
To 0 * honest, it's 
sagrriy faster (as if 
fwopUyer mode. 
a eal FI buff, It 
to ri* arcade lover, 



Frontier: Elite 2 


Publisher: 

Issue Reviewed: 
Memory: 

Price: 




96 % 


1993 


imb 

£3* 9 9 


We’ve waited a long, long time tar this, but it's been 
worth every minute of rt Front!** s quite simply, the 
game you bought your Am ga L ; Admitted It's not the 
most 'beginner friendly game ever, and rt takes a 
while to get Its hooks Kite Hv, but wftoft It 4 qh 1 
won’t let go for years k must buy. 

Fury of the Furries 



Publisher: 

Issue Reviewed : 
Memory: 

Price: 


Mind scape 
January 1994 
1Mb 
£29.99 


90 % 


A puzzle/platlorm game very similar to The Lost 
Vikings, Fury of the Fumes offers 1 DO levels of mind- 
bending, reflex-testing action as you use your three 
cutesy Tinies in various permutations In an attempt to 
reach each stage's exit, it may not look like much but, 
believe us, It’s as addictive as hell, 




91 % 
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90 % 



91 % 



86 % 



89 % 



Genesia 


Publisher: 


Mmdscape 


Issue Reviewed: January 1994 
Memory: 1 Mb 

Price: £29.99 

This Is a huge 'society building' game vary similar to 
the equally recommended The Settlers. Starting off 
with a tiny tribe of people , you must u<>e their various 
skids to build a thriving and expanding civilisation. 
It’s not as easy to gel into as The Settlers, but offers 
greater rewards for those who persenrem. 


Goal! 


Publisher: Virgin Inter active 

Issue Reviewed: June 1 993 
Memory : 1 Mb 

Price: £25. 9 a 

T he game that would be Kick Off 3 is finally heie and 
it’s a scorcher! While not as instantly dcce handle as 
some of Its rivals there’s a wealth of options you can 
toggle one and off to make life easier- In our book 
it's not quite the Sen si beater that some would have 
you believe it is but it’s great none the less. 


Gunship 2000 


Publisher: 


MicroPros 


Issue Reviewed: July 1993 
Memory: 1 Mb 

Price: £34.99 

Have w# had to wait for this! Don't worry, though, it's 
been worth it. Once again the 'Prose people have 
come up trumps with what is undoubtedly THE 
helicopter sim on the Amiga. Super-fast con loured 
landscapes, wing men, oodles of firepower and long- 
term challenge make this any fiyboy's 'must buy'. 

Hired Guns 

Publisher: Psygnosis 

Issue Reviewed: September 1993 
Memory: 1 Mb 

Price: £29.99 

You may not think you like RPGs but if so you haven't 
played this - it truly is an RPG for everyone- Using a 
Dungeon Master-style control system you must guide 
four futuristic mercenaries around complexes 
blasting an and Sundry and salving pii^ks. It's 
violent in the extreme ■ but great fun! 


Ishar 2 


Publisher: 


Silmarils 


Issue Reviewed: July 1993 
Memory: 1 Mb 

Price: £29.99 

Yet more adventures in Arboreal The game engine 
has been tweaked and cleaned up here and there, 
but technically It's not that much ot a leap over what 
the first Ishar offered. All the same it’s goad, long- 
lasting entertainment, even if it is too easy to waste 
a lot Of time wandering around lost! 


Jurassic Park 


Publisher: 


Ocean 


issue Reviewed: October 1993 
Memory: 1 Mb 

Price: £26,93 

An Ocean film conversion with not a platform in 
Sight? Shurely shame mishtake? Nope ■ hiking a 
pinch of The Chaos Engine and mixing it with a 
couple of spoonfuls ol Legends Of Valour, JP turns 
out to be a game worthy of the licence, with 
arcade action a- plenty. Deserves to be a smash. 


m 









RECOMMENDED 


Liberation: Captive 2 


Publisher: 

Issue Reviewed: 
Memory: 

Price: 


Mind scape 
December 1 943 
2Mb (CD 32 only) 
£34.99 


94 % 


o 


90 % 


Ye*! Here it Is ■ Ibe first CQ32 game to enter the select 
Recommended Hall Of Fame- And deservedly SO - 
Liberation is a brilliant, atmospheric FtPG with one Crl 
the stniest intros you're over likely to see that really 
shows oft Commodore's baby's capabilities to Ibe full. 
Will probably help CD32 sales no end, 

The Lost Vikings 


Publisher: 

Issue Reviewed: 
Memory: 

Price: 


Interplay 
June 1 993 
1Mb 
£25.99 


The Lost Vikings is an arcade adventure with a 
premise very similar to Goh linns’, I. o . you have three 
characters under your control, each of whom have 
different abilities, and you have to use them in the 
night order to solve pu^rieS- Fortunately it's far better 
than that game, indeed; it's one of Ibe best this year! 


Microcosm 

Publisher: 
issue Reviewed: 
Memory: 

Price: 


Psygnosis 
January 1494 
2 Mb (CD32 only) 
KT8A 


Micro Machines 


Publisher: 
issue Reviewed: 
Memory: 

Price: 


Codemasters 
October 1993 
1Mb 
£25.99 


No-one guessed that the Codies would beat Team 17 
in the top-down racer Grand Prlx but by golly they 
nave! All ho ugh Micro Machines isn't quite as groovy 
In one-piayer mode as Overdrive, it compensates tpr 
this by having the best two- player action you're every 
likely to see. It's got to be played to be believed. 

Mortal Kombat 


Publisher: 

Issue Reviewed: 
Memory: 

Price: 


Virgin Interactive 
January 1994 
1Mb 
£34.99 


Overkill 

Publisher: 

Issue Reviewed: 
Memory: 

Price: 


Min dscape 
October 1993 
2M& (Al 200 only) 
£25.99 




88 % 


Okay, so basically it's little more than a basic 3D 
shoot -’em- up in the Space Hamer mould, but as tar as 
30 shoot- 'em- ups go it's just about the best-looking 
one you could possibly imagine- And it plays pretty 
well too, although Lire juypad don't hall make your 
thumb sore, All it really lachs is variety. Ah well. 
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89 % 


90 % 


o 



89 % 


88 % 


Top marks to Probe Software tor coming up with 
arguably the most accurate coin op conversion ever. 
Everything from the arcade anginal is here - the 
graphics, the sound and, most importantly, the 
gameplay (‘trie gore 1 surely? ■ Ed}- Could veil rank as 
the best beat-'em-up on the Amiga.,. 



89 % 


89 % 


An A 1 200-orily game which actually ma kes use of ai l 
those 32 bits, Overkill Is the most intense blaster 
you're likely to come across. It's basically Defender 
with a few gameplay tweaks, so tor shoot-’ em-up 
L Ak purists It's the equivalent ot heaven. May be a bit 
short to*' Some, though, 


Premier Manager 2 

Publisher: Gremlin 

Issue Reviewed: September 1993 
Memory: 1 Mb 

Price: £25.99 

It's not very day you find us rawing about a tooty 
management slm, so when we do you can bet it must 
be pretty special - as Premier Manager 2 is! It's full of 
features and options^ yet still marvelously easy to get 
into and play. II you fancy taking your team to the top 
of the league, here's where to come. 

Qwak 

Publisher: Team 17 

Issue Reviewed: November 1993 
Memory: 1Mb 

Price: £12.49 

Qwak may be 'just' a budget title but it's completely 
brilliant which is why it's found a home here amongst 
the Recommendeds. It's a one- Or two-player Bubble 
Bubble-style game, with the aim being simply to 
amass points or your platform-fiiied odyssey through 
the kingdom of cute ness. Simply marvellous. 

Second Samurai 

Publisher: Psygnosis 

Issue Reviewed: December 1993 
Memory: 1Mb 

Price: £29.99 

Although perhaps looking a little too similar to the 
original First Samurai, this sequel is a far better game. 
Although the hero doesn't move quite a fluidly as be 
used lo he’s still pretty nifty with his sword, and the 
tighter level design and less oblique puzzles make for 
a much more entertaining experience all round. 

The Settlers 

Publisher: Blue Byte 

Issue Reviewed: December 1993 
Memory: 1Mb 

Price: £34.99 

Imagine Little Computer People cross-bred with 
Populous and you'll have a good idea what Settlors 
looks and plays like. It's your typical God game (build 
an empire, keep your lolks happy and quash any 
rivals) spruced up with some super-cute animations on 
your subjects. Great stuff and very user-friendly 


Skidmarks 



Publisher: Acid Software 

Issue Reviewed: January 1994 

Memory: 512K 

Price: £25.99 

If you have fond memories of Super Off- Road then 
prepare to have them rekindled with ibis, a superb 
racer viewed from a similar perspective. Although a bit 
of a duffer when played alone - the computer cars are 
crap to say the least ■ H's brilliant in two-player mode 
(as per usual with these kinds el games), 

Simon the Sorcerer 

Publisher: AdventureSolt 

Issue Reviewed: February 1994 
Memory: 1Mb 

Price: £34.99 

Britishers AdventureSolt take on the American might 
Of Lucas Arts and Sierra with this humourous graphic 
adventure. Obviously intended to be a Monkey island 
2 beater, it comes very close to succeeding. However, 
the interface dudint guile surpass LuCatArts and the 
puzzles are tough - but don't let that put you ofi. 
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Soccer Kid 

Publisher; 

Issue Reviewed: 
Memory: 

Price: 


Krisalis 

September t993 

1Mb 

eae &9 


93 % 


91 % 


Uridium 2 


Publisher: 


Renegade 


Well, well, well Jusl four months after me screamed 
that Supertrog is the best Ar ga t ifform game 
ever, atqng c^mes Soccer KkJ ana Have to change 
our tune- It’s nothing short of t ilium ■ gorgeous to 
look at, iwhI on the ears, and boasting some of the 
slickest gamepuy we'w mm in m long time Buy if! 

Space Hulk 

Publisher: Electronic Arts 

Issue Reviewed October 1993 

Memory: IMc 

Price: £3t.» 

At last ■ m convenion of a boardgame that doesn't 
simply recreate tw o>#-" r DP*irri n stead. Space 
Hulk takes ai cr»e oesi emu tn&m u>* original game and 
bungs in a whole load d ohi computer iftetls to 
create one of w* mo« atme spnenc ^traiegic-blaslers 
we've seen r Comtnew , *c* 




issue Reviewed: November 1 993 


Memory: 

Price: 


1Mb 

£26,99 


the C64 classic comes to lire Amiga in style, souped- 
up beyond boilal with 32-coiuur graphics, iO-frames- 
per- second action, multi-way scrolling, power-ups and 
all the other good things you've coma lo aspect bom a 
90"s shoot- 'em-up. It's very tough, but for die-hard 
blasting Ians it's a dream come true. 


91 % 


86 % 




Stardust 

Publisher: 

Issue Reviewed 

Memory: 

Price: 


An unbelievable 
u Him ale Asie : ;- 
seen to be 
better - than i 
game breakup -c 
this is a feast F o. 


Btoodhouse 
December 1993 
l Mb 
£1 € 99 

i- ‘.-H2 price Stardust is the 
. fit parties have to be 
- ; as well - maybe even 
ith irve stunning 30 sub- 
:»:* buiwi between ievels. 
i ire aft j Pur seif to. 


91 % 


92 % 
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Wiz ‘n’ Liz 

Publisher: Psy gnosis 

ls*ue Reviewed: November 1993 
Memory: 1Mb 

Price: £26 99 

Originally a Mega Drive game, this cutesy race-'n' 
co l led- 'em up is perhaps a little too simplistic to be 
worth buying if you're going to be playing it aione 
you're likely to get bored ol it iong before the end ever 
comes into sight - but it's great value if you've got a 
Iriond who can join in the fun. 

Worlds of Legend 

Publisher: Mind&cape 

Issue Reviewed; June 1993 
Memory: iMb 

Price: £25 99 

if you missed last year's Legend then you should make 
up for it right now nnd get this- It’s a superb RPG 
which uses a near-identical control system It's got 
plenty of action and tons ol atmosphere. It you're the 
sort of person who cringes In horror at the thought of 
ft PCs then this will convert you. See also Hired Guns. 


Syndicate 

Publisher: 
issue Rev«e wed 
Memory: 

Price: 

Cross Blader^r-i * - 

what do you je: ’ 
perhaps gun* m urn s 
Powermongtr (wit i 
especially if you Hkc 
gory and reafcstk DHd 


E edronic Arts 
juty 1993 
1Mb 
£26 99 

um “,pan movie and 
Buitfrog, this isn't 
as Populous 2 bt 
i the same, 

: am z - i e r game violence 


88 % 


90 % 


Zool 2 




Publisher; Gremlin 

Issue Reviewed; January 1994 
Memory; 1Mb 

Price: £20.99 

Yet another sequel wangles its way into these 
Recommended pages. Despite being more of the 
same, this is far superior to the original Zoo! now has 
much mom character, is much better animated and is 
a lot mom enjoyable and less frustrating to control. If 
you want you can even play as Zoo?, Zool'S girlfriend: 


COMPETITION 

There's free software up for grabs! And all you have to do to get it is answer the following 
questions, which we've made so easy even Simon can answer them... 

(1) What is your name? 

(2) What is your address? 

(3) What is the meaning of life? (Answers should weigh in at 12 words or less.) 


Answers on a postcard or back of an envelope by April 28th to the following address: The 
All-New Recommended Compo 1, THE ONE, Priory Court, 30-32 Farringdon Lane, London 
EC1R 3AU. The first ten entries drawn from the hat after the closing date win! 






c 








David: Zing! 

Matt: Er, yes. I've just been playing Rise of the Robots and blow 
me if it isn't the best thing ever. The exclusive review I’ll be writ- 
ing next week will be my most enjoyable yet. 

Simon: I haven't done much work today because I've been play- 
ing our fab Heimdalt 2 demo It really is the best demo ever. 
And that's no word of a lie. 

David: Zing! 

Jenny: Look you guys, this is meant to be a true reflection of 
our domestic iife, giving the readers an insight into what we're 
realty like. I can't be a part of this,,. (Storms oof J 

Good, Pm glad that stupid moo has gone. I really 


David: Zin 
hate her, you know, 

Simon and Matt: Day-vid! You do realise that you're being set 
up for another of those 'Are we recording?' gags, don’t you? 

David: Why, are we recording? 

Simon and Matt; Yes! 

David; Gkimph again! 

(Canned daughter ensues.) 

David: in that case, why aren't we making up stuff about the 
April issue? We could use this airtime as free advertising, 

Matt: We have been. 

David: Well, just for those who missed it the first time, what's 
going to be in the April issue, then? 

Simon: Er, there'll definitely be reviews of Dark mere and Manch- 
ester United: Premier League Champions. Cyberspace, Battle- 
toads and Apocalypse are all distinct possibilities We may have 
some other exclusives but, hey, who knows? 

Matt: Coverdisk demo-wise, HeimdaH 2 is confirmed. And that's 
about it, I would tell you more, but it's all super top secret, I m 
afraid. 

David: Well, it all sounds like it will be the best issue ever. 
Everyone: Yes! 


April issue out 
28th March. 
It'll be the best 
ewer. We think. 
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OUT NOW FOR 
PC, AMIGA 
AND ATARI ST! 






Artdink 




"r'rlrjrir; 




THE (KAIL) ROAD TO RICHES ! Cite dll over Itie world ore masses of 
idling, polluting,, honing mi. 

We need mass transit ■ bul local, slale and national governments 
haven I been able to make ii work. 

If vou can c reale and operate a successful privately held mass 
Iransit operation, you'll do the world a service and reap huge 
financial rewards - bul that's only the beginning..,. 

"Exciting graphics & tons of 
gameplay. AMIGA ACTION 
“One of the best strategy 
games a vailable. 1 ' AMIGA power 

^ I "7 ■ ■ I 0 0 Craaflod by MainkTradBmartf 1 CopyrigM 19&1 Andirk 
II II !! : II _l ard Mute All Rights HasarvL-d earHWlSe. 


goi monied, end 
nod a lci<J....WIIKID L Andjusl 
ime hii pop. he ceil resisl a challenge. 

Hi’Ffl ihe I flirt Idmilv friend, has betn catnapped, along with Wiibalf 
end Wiiard They're ell been Itrcwn inla Ihe d jr goons c J Zark's .:astle - 
uupl Nifla, who has been imprisoned in Ihe lurile Jail. Gol all (hatt Good, 
and he I is jus! Ihe sldrh ol your ed«erljre n hhis totally original. ..well, if i 
tindfl cult. « bit or arcade .. yeti, it's it beif boll'em up on it software 
ice no. Go lor ill Gorge > ousel I on a leasl ot traiy. zany graphics and a 
gameplay M will have your ioysfick pleading tor mercy and four ma 
screaming "Vour dinner's still ho-1 'em it bin's on firs!" 


■ K. TWO CI>PS 

. BOTH LETHAL i 

A multi-level short 'em up based on aipeds ol 
all ihxee Lethal Weapon movies. You can choose lo be either 
one of Ihe No high if re-power cops.... each having his individual si renglhs * 
and weaknesses I 

there are many miss ions to complete, including Ihe rescue ol a kidnapped 
girl. Ihe pursuit and arrest of drugs niimerj* finding and anreifing a police 
nufderer, plus many more. You choose Ihe level 1o luif your objectives 
within Die game pf ay, Hi mean. Iasi ard . LETHAL f 

Very addictive & challenging. 

01 AMIGA - 90% 

“Exciting, excellent... this offers 
hours or fun," 

'LETHAL WEAPON ;ha -ACWrfc nsn-os 9 nd all re atfld md c 3 are tradon-arks 
or Warns' Eros Inc. 1 1&&2 


Very addictive & challenging. 
C(J AMIGA -90% 

“Exciting, excellent... this effe 
hours or fun." 




























